Drifter
Just as their name implies, drifters at the
wanders of the galaxy, nomads with no
planet that they call their home. Drifters
can be wandering heroes, scavengers,
traveling con men, and just people that drift
from port to port looking to make their next
credit.

Exploits
Drifters become adventures out of necessity.
They have no true marketable skills, at least
not any legal ones, and they partake in
adventure for the most basic reason: profit.
Weapons, armor, tech, relics, these all
have monetary value, and money is
something the drifter needs. Hunting,
stealing, gambling, running cons, these are
all within the scope of the drifter’s means,
some even go all out and take up
the life of a smuggler. Living on
the fringe of society the drifter
learns how to survive and
how to keep his
equipment operating,
equipment that works
half the time at best.
They are good to have
in a pinch when a proper
tech isn’t available as they
can keep a ship running just long enough.

Characteristics

Background

Drifters tend to be jacks-of-all trades, picking
up the necessary skills to survive along the
way, whether it’s surviving in the wilds of an
untamed planet, surviving in a seedy space
port, or the bustling metropolis of the
colonized planets. He knows skills
necessary to keep both himself and his
equipment running. A drifter knows the
secrets of every port they’ve been too and
knows where to find the best (albeit not
always the most legal) deal that can be
found.

No one plans on being a drifter, it is usually
something that just happens to a person.
Drifters encompass those beings that the
galaxy has either displaced or ignored.
Survivors from a blasted colony, beings that
fell through the cracks on over-populated
worlds, the poor, the uneducated, and the
criminal element that every society seems to
produce. Drifters are not all bad people, but
they are people that have at one time or
another been put into bad circumstances,
and have learned to make the best they can
of their lives.

Game Rule Information
Drifters have the following game statistics.

Abilities
A drifter’s most helpful ability scores are
Dexterity and Intelligence. A large portion of
a drifter’s skills and class abilities are
dependent on these two scores and a high
Dexterity score will help a drifter in ranged
combat and give a bonus to a typically weak
AC. Another score important for the drifter is
a high Constitution score, bolstering their hit
points, since they on the average have less
hit points than a soldier or scout.

Alignment
Drifters have an alignment restriction of any
non-lawful.

Hit Points
Drifters gain 1d6 hit points per level. The
character’s Constitution modifiers apply.

Class Skills
The drifter’s skills, and the key ability for
each, are as follows.
Appraise (Int), Balance (Dex), Bluff (Cha),
Climb** (Str), Computer Use (Int), Craft* (Int),
Demolitions (Int), Disable Device (Int),
Escape Artist (Dex), Forgery (Int), Gamble
(Wis), Gather Information (Cha), Hide (Dex),
Intimidate (Cha), Jump (Str), Knowledge*
(Int), Listen (Wis), Move Silently (Dex), Pilot
(Dex), Profession* (Wis), Read/Write
Language* (NA), Repair (Int), Search (Int),
Sense Motive (Wis), Sleight of Hand (Dex),
Speak Language* (NA), Survival (Wis),
Swim** (Str), Tumble (Dex)
*:This skill actually encompasses a number of
unrelated skills. Each time this skill is learned, a
specific category must also be chosen. Examples
include Craft (robots), Knowledge (Chozo lore), and
Profession (robot programmer).

**: Your armor check penalty, if any, also applies.

Skill Points at 1st Level: (8 + Int Mod) x 4
Skill Points at Each Additional Level: 8 + Int
Mod

Class Features
All of the following are class features of the
drifter.

Starting Feats
The drifter begins play with the following
feats: Armor Proficiency (light), Weapon
Group Proficiency (pistols, simple weapons,
vibro weapons).

Barter
Bartering is the life’s blood of the drifter, it’s
how they survive on the fringe with no credits
to their name. At 1st level the drifter gains a
+5 competence bonus on Diplomacy checks
made to buy or sell equipment.

Jury-Rig
Beginning at 2nd level, a drifter gains +2
competence bonus on Repair checks made
to attempt temporary or jury-rigged repairs
(see the Repair skill description for details).
This bonus increases by +2 at 6th, 9th, 13th,
and 18th level.

Evasion
At 3rd level, a drifter gains evasion. If
exposed to any effect that normally allows
the character to attempt a Reflex saving
throw for half damage (such as a grenade),
he takes no damage with a successful saving
throw. Evasion can only be used if the drifter
is wearing light or no armor.

Uncanny Dodge
Starting at 4th level, the Drifter gains the
ability to react to danger before his sense
would normally allow him to do so. At 4th
level and above, he retains his Dexterity
bonus to AC (if any) regardless of being
caught flat-footed or being struck by an
invisible attacker. (He still looses his
Dexterity bonus to AC if immobilized).
At 6th level, the drifter can no longer
be flanked; he can react to opponents on
opposite sides of him as easily as he can
react to a single attacker. This defense
denies other characters the ability to use
flank attacks to sneak attack him. The to this
defense is that another character at least
four levels higher than the character can
flank him (and thus sneak attack him).
At 11th level, the drifter gains an
intuitive sense that alerts him to danger from
traps, giving him a +1 bonus to Reflex saves
made to avoid traps and a +1 dodge bonus
to AC against attacks by traps. At 14th level,
these bonuses rise to +2. At 17th, they rise
to +3, and at 20th they rise to +4.

Scavenger
At 5th level, the drifter has learned how to
survive by scavenging through the scraps,
trash, otherwise discarded goods of society.
This actually allows the drifter to have access
to a variety of goods. Once per day, the
drifter can make an Intelligence check to use
the scavenger ability during the adventure.
The value of what the drifter can
scavenge equals the character’s drifter level
multiplied by the result of the Intelligence
check multiplied by 20. Thus, a 5th level
drifter who gets a result of 16 on his
Intelligence check would gain 1,600 credits
worth of good scavenged to use in the
adventure (5 x 16 x 20 = 1,600).
These resources can take almost any
form that the drifter wishes (within reason)
and are his to with as he wishes. He can
keep them, use them, give them away, or sell
them as he sees fit. Items scavenged

require 1d8 hours to round up. The
resources must be reasonably available
when and where he chooses to make the
check. For instance, a drifter trekking
through a forest wilderness wouldn’t have
access to many resources.

Special Ability
On achieving 7th level, a drifter gets a
special ability of his choice from among the
following. The drifter gains another special
ability at levels 10, 13, 16, and 19.
Bonus Class Skill: The drifter can
choose any cross-class skill (with the
exception of psionic skills) to become a class
skill.
Defensive Roll: The drifter can roll
with a potentially lethal blow to take less
damage from it. Once per day, when a drifter
would be reduced to 0 hit points or less by
damage in combat (from a weapon or
physical strike, not psionics), the drifter can
attempt to roll with the damage. He makes a
Reflex saving throw (DC = damage dealt)
and, if he’s successful, he takes only half
damage from the blow. He must be aware of
the attack and able to react to it in order to
execute his defensive roll — if he is denied
his Dexterity bonus to AC, he can’t roll.
Since this effect would not normally allow a
character to make a Reflex save for half
damage, the drifter’s evasion ability does not
apply to the defensive roll.
Improved Evasion: This ability works
like evasion, except that while the drifter still
takes no damage on a successful Reflex
save against things like a grenade, he now
only takes half damage on a failed save.
Lucky: The drifter is often as lucky as
he is good at something. With the use of this
special ability the drifter can reroll any failed
ability check, skill check, attack roll, or saving
throw. The second result must be used,
regardless of whether it is better or worse
than the first. The drifter can use this ability
once per day per Lucky (but only once in any
given encounter). This ability can be chosen
multiple times, gaining the drifter an

additional Lucky per day every time he takes
it.
Slippery Mind: This ability represents
the drifter’s ability to wiggle free from psionic
effects that would otherwise control or
compel him. If a drifter with a slippery mind
is affected by a psionic power (or the like)
and fails his saving throw, 1 round later he
attempt his saving throw again. He only gets
this one extra chance to succeed at his
saving throw.
Feat: A drifter may gain a feat in place
of a special ability.

Credits
A 1st level drifter begins play with 1d4 x 500
credits.

The Drifter
Level

Base Attack
Bonus

Fort
Save

Ref
Save

Will
Save

Special

Reputation
Bonus

1st

+0

+0

+2

+0

Barter

+0

2nd

+1

+0

+3

+0

Jury-rig +2

+0

3rd

+2

+1

+3

+1

Evasion

+0

4th

+3

+1

+4

+1

Uncanny Dodge (Dex
bonus to AC)

+0

5th

+3

+1

+4

+1

Scavenger

+1

6th

+4

+2

+5

+2

Jury-rig +4, Uncanny
Dodge (can’t be flanked)

+1

7th

+5

+2

+5

+2

Special Ability

+1

8th

+6/+1

+2

+6

+2

9th

+6/+1

+6

+6

+3

Jury-rig +6

+2

10th

+7/+2

+3

+7

+3

Special Ability

+2

11th

+8/+3

+3

+7

+3

Uncanny Dodge (+1 vs
traps)

+2

12th

+9/+4

+4

+8

+4

13th

+9/+4

+4

+8

+4

Jury-rig +8, Special Ability

+3

14th

+10/+5

+4

+9

+4

Uncanny Dodge (+2 vs
traps)

+3

15th

+11/+6/+1

+5

+9

+5

16th

+12/+7/+2

+5

+10

+5

Special Ability

+3

17th

+12/+7/+2

+5

+10

+5

Uncanny Dodge (+3 vs
traps)

+4

18th

+13/+8/+3

+6

+11

+6

Jury-rig +10

+4

19th

+14/+9/+4

+6

+11

+6

Special Ability

+4

20th

+15/+10/+5

+6

+12

+6

Uncanny Dodge (+4 vs
traps)

+4

+1

+2

+3

Scout

Background

Scouts are soldiers bred for special jobs.
Working most often alone or in small squads,
scouts are specially suited to work
independently from any command structure
for long periods of time with little to no
access to resources or orders.

Scouts come from all different kinds of
backgrounds. The most common found in
the Metroid setting are those trained as
special forces rangers by the Galactic
Federation. Others have been trained by
other scouts themselves, or have picked up
enough training and ticks on their own to
make themselves a dangerous force in their
own right. Whatever their origins, when
scouts encounter one another it is usually
with cautious respect. Being an individual
such as they are, they understand the
danger of letting your guard down around
one of their own and usually try to keep the
other in their line of sight until their intentions
are verified.

Exploits
Scouts live the life an adventurer because it’s
who they are. Even when not operating
under the orders of any faction or employer
scouts can be found exploring the barrens of
an isolated world for no other reason than
they can’t sit still for very long. While not as
nomadic as drifters, scouts prefer to live on
the fringes of society, only joining the
denizens of the galaxy when work requires it
or to resupply. Scouts, like drifters, are
survivors, but unlike drifters they have
learned to live off the land, to hunt and forage
for their food and supplies on their own,
rather than live like a parasite and scrounge
together what they can from other’s trash.

Characteristics
While it may sound like scouts prefer to live
in the wild like primitive people and shun
technology, nothing could be further from the
truth. Scouts make great use of technology
to survive; everything from their weapons, to
their armor (some wear power armor), and
some even own small transport ships that
they pilot and use as a mobile base of
operations. Scouts also favor high tech
weaponry, primarily rifles, weapons that let
them attack from a distance and from under
cover making them very effective snipers
indeed. Scouts are often quiet, somewhat
anti-social individuals that keep to
themselves or keep a small, tight knit group
of companions around (such as an
adventuring party).

Game Rule Information
Scouts have the following game statistics.

Abilities
The two most important ability scores for a
scout are Dexterity and Constitution.
Dexterity helps to improve their AC since
most scouts wear light to medium armor, and
Constitution helps to bolster their hit points
and increases their chances of survival in the
wild. Wisdom is also an important ability as
their Survival score is dependent on it.

Alignment
Scouts have no alignment restrictions,
though most tend to be Neutral to Chaotic in
nature.

Hit Points
Scouts gain 1d8 hit points per level. The
character’s Constitution modifiers apply.

Class Skills
The scout’s class skills, and the key ability for
each, are as follows.
Balance (Dex), Climb** (Str), Computer Use
(Int), Craft* (Int), Gather Information (Cha),
Handle Animal (Cha), Hide** (Dex),
Intimidate (Cha), Jump** (Str), Knowledge*
(Int), Listen (Wis), Move Silently** (Dex),
Navigate (Int), Pilot (Dex), Profession* (Wis),
Ride (Dex), Search (Int), Sense Motive (Wis),
Survival (Wis), Swim** (Str), Treat Injurty
(Wis), Tumble (Dex).
*: This skill actually encompasses a number of
unrelated skills. Each time this skill is learned, a
specific category must also be chosen. Examples
include Craft (robots), Knowledge (Chozo lore),
and Profession (robot programmer).
**: Your armor check penalty, if any, also applies.

Skill Points at 1st level: (6 + Int Mod) x
4
Skill Points at Each Additional Level:
6 + Int Mod

Class Features
All of the following are class
features of the scout.

Starting Feats
The scout begins
play with the
following feats:
Armor Proficiency
(Light), Weapon
Group Proficiency
(pistols, rifles,
simple, and vibro).

Tracking
At first level, the
scout gains the
Track feat for
free. Note that scouts (and only scouts) can
use their track ability when a DC is 20 or

more. All other characters would find the
tracks too difficult to follow.

Trailblazing
Beginning at 2nd level the scout becomes
particularly skilled at finding the best route
through unfamiliar or obstructed areas.
When traveling in poor conditions or difficult
terrain, the scout may make a Survival check
to reduce travel time.
With a check result of 15 or better, the
scout reduces the total travel time by 25%.
With a 25 or better, the time is reduced by
50%.
The scout can guide a group of up to
three individuals at no penalty.
However, for each additional three in
the group being guided, apply a -2
penalty to the trailblazing check.
The scout can take a 10 on
this check but not a 20. This
ability does not apply to tactical
movement or local movement.

Sneak Attack
Perhaps the most deadly
aspect of the scout is the
ability to sneak attack their
targets. If a scout can catch
a target when they are unable
to defend themselves
effectively, then the scout can
strike vital spots for extra
damage. Basically, any time
the scout’s target would be
denied their Dexterity bonus
to AC (whether it actually has
a Dexterity bonus or not), or
when the scout flanks the
target, the scout’s attack
deals extra damage. The extra
damage is +1d6 at 2nd level and
an additional +1d6 every two levels
thereafter. Should the scout score a
critical hit with a sneak attack, this
extra damage is not multiplied.

Ranged attacks can only count as
sneak attacks if the target is within the first
three range increments of the weapon in use.
The scout can’t strike with deadly accuracy
from beyond that range.
With an unarmed strike, the scout can
make sneak attack that deals subdual
damage instead of normal damage. A scout

cannot use a weapon that deals normal
damage to deal subdual damage in a sneak
attack, not even with the usual -4 penalty,
because the attack makes optimal use of the
weapon in order to execute a sneak attack.
Any creature that is immune to critical
hits is not vulnerable to sneak attacks. The
scout must be able to see the target well

The Scout
Level

Base Attack
Bonus

Fort
Save

Ref
Save

Will
Save

Special

Reputation
Bonus

1st

+1

+2

+2

+0

Tracking

+0

2nd

+2

+3

+3

+0

Trailblazing,
Sneak Attack +1d6

+0

3rd

+3

+3

+3

+1

Heart +1

+0

4th

+4

+4

+4

+1

Sneak Attack +2d6

+1

5th

+5

+4

+4

+1

Survival +2

+1

6th

+6/+1

+5

+5

+2

Sneak Attack +3d6

+1

7th

+7/+2

+5

+5

+2

Heart +2

+1

8th

+8/+3

+6

+6

+2

Sneak Attack +4d6

+2

9th

+9/+4

+6

+6

+3

10th

+10/+5

+7

+7

+3

Sneak Attack +5d6,
Survival +4

+2

11th

+11/+6/+1

+7

+7

+3

Heart +3

+2

12th

+12/+7/+2

+8

+8

+4

Sneak Attack +6d6

+3

13th

+13/+8/+3

+8

+8

+4

14th

+14/+9/+4

+9

+9

+4

Sneak Attack +7d6

+3

15th

+15/+10/+5

+9

+9

+5

Heart +4, Survival +6

+3

16th

+16/+11/+6/+1

+10

+10

+5

Sneak Attack +8d6

+4

17th

+17/+12/+7/+2

+10

+10

+5

18th

+18/+13/+8/+3

+11

+11

+6

Sneak Attack +9d6

+4

19th

+19/+14/+9/+4

+11

+11

+6

Heart +5

+4

20th

+20/+15/+10/+5

+12

+12

+6

Sneak Attack +10d6,
Survival +8

+5

+2

+3

+4

enough to pick out a vital spot and must be
able to reach a vital spot. The scout cannot
sneak attack while striking a target with
concealment or striking the limbs of a target
who’s vitals are beyond reach.

Heart
The scout posses a great deal of selfconfidence and courage. Because of this,
once per day a scout can focus their will and
gain a circumstance bonus based on their
innate belief in self and their abilities. The
bonus ranges from +1 at 3rd level to +5 at
19th level. The bonus can be applied to any
skill check, ability check, or attack roll. You
can decide to use this class feature after
making the die roll but before the GM reveals
the result of the check or attack roll.

Survival
Beginning at 5th level, a scout gains a +2
competence bonus on any Survival checks
made. This bonus increases by +2 at 10th,
15th, and 20th level.

Credits
A 1st-level scout begins play with 1d6 x 500
credits.

Soldier
Soldiers combine discipline with martial skill
to become the best pure warriors in the
galaxy. Soldiers can be stalwart defenders of
those in need, cruel marauders, or brave
adventurers. They can be hired guns, noble
champions, or cold-blooded killers. They
fight for glory, for honor, to right wrongs, to
gain power, to acquire wealth, or simply for
the thrill of battle.

Exploits
Many soldiers see
adventure, raids on
enemy strongholds,
and dangerous
missions as their jobs.
Some want to defend
those who can’t defend themselves;
others seek to use their muscle to
carve their own place of importance in
the galaxy. Whatever their initial
motivation, most soldiers wind up
living for the thrill of combat and the
excitement of adventure.
Adventuring soldiers call themselves
guards, bodyguards, champions,
enforcers, mercenaries, warriors,
soldiers of fortune, or simply
adventurers.

Characteristics
Soldiers have the best all-around fighting
abilities, and an individual soldier develops
styles and techniques that set him apart
from his peers. A given soldier might be
especially capable with certain weapons,
another trained to execute specific combat
maneuvers. As soldiers gain experience
they get more opportunities to develop their
fighting skills.

Background
Most soldiers come to the profession after
receiving at least a small amount of formal

training from a military organization, local
militia, or private army. Some attend formal
academies; others are self taught and well
tested. A soldier may have taken up his
weapon to escape a mundane life. Another
may be following a proud family tradition.
Soldiers in a particular unity share a certain
camaraderie, but most have nothing in
common
with each other except
battle prowess and
the desire to apply it
to a given situation.

Game Rule
Information
Soldiers have the following
game statistics.

Abilities
Since most combat in the
Metroid setting uses ranged
weapons, Dexterity is the
soldier’s most important ability
score, it is also the key ability to
improve their AC. Dexterity is
followed closely by Constitution
and Strength. Don’t
underestimate the importance of
Intelligence and Wisdom, however,
since many of a soldier’s useful skills
are based on these abilities.

Alingment
Soldiers have no alignment restrictions.

Hit Points
Soldiers gain 1d12 hit points per level.
The character’s Constitution modifiers
apply.

Class Skills
The soldier’s class skills, and the key abilities
for each, are as follows.

*: This skill actually encompasses a number of
unrelated skills. Each time this skill is learned, a
specific category must also be chosen. Examples
include Craft (robots), Knowledge (Chozo lore), and
Profession (robot programmer).

Skill Points at 1st Level: (4 + Int Mod) x 4
Skill Points at Each Additional Level: 4 + Int
Mod

Battle (Wis), Computer Use (Int), Craft* (Int),
Demolitions (Int), Intimidate (Cha),
Knowledge* (Int), Navigate (Int), Pilot (Dex),
Profession* (Wis), Repair (Int), Treat Injury
(Wis).

The Soldier
Level

Base Attack
Bonus

Fort
Save

Ref
Save

Will
Save

Special

AC
Reputation
Bonus Bonus

1st

+1

+2

+0

+0

Starting Feats

+1

+0

2nd

+2

+3

+0

+0

Bonus Feat

+1

+1

3rd

+3

+3

+1

+1

Bonus Feat

+1

+1

4th

+4

+4

+1

+1

Bonus Feat

+1

+1

5th

+5

+4

+1

+1

+2

+1

6th

+6/+1

+5

+2

+2

+2

+2

7th

+7/+2

+5

+2

+2

+2

+2

8th

+8/+3

+6

+2

+2

+2

+2

9th

+9/+4

+6

+3

+3

+3

+3

10th

+10/+5

+7

+3

+3

+3

+3

11th

+11/+6/+1

+7

+3

+3

+3

+3

12th

+12/+7/+2

+8

+4

+4

+3

+3

13th

+13/+8/+3

+8

+4

+4

+4

+3

14th

+14/+9/+4

+9

+4

+4

+4

+4

15th

+15/+10/+5

+9

+5

+5

+4

+4

16th

+16/+11/+6/+1

+10

+5

+5

+4

+4

17th

+17/+12/+7/+2

+10

+5

+5

+5

+4

18th

+18/+13/+8/+3

+11

+6

+6

+5

+5

19th

+19/+13/+9/+4

+11

+6

+6

+5

+5

20th

+20/+14/+10/+5

+12

+6

+6

+5

+5

Bonus Feat

Bonus Feat

Bonus Feat

Bonus Feat

Bonus Feat

Bonus Feat

Bonus Feat

Bonus Feat

Class Features

Weapon Specialization

All of the following are class features of the
soldier.

At 4th level the soldier (and only the soldier)
can take a special feat called Weapon
Specialization. Weapon Specialization adds
+2 damage bonus with a chosen weapon.
The soldier must have Weapon Focus with
that weapon to take Weapon Specialization.
If the weapon is a ranged weapon the
damage bonus only applies if the target is
within the first three range increments,
because only at that range can the soldier
strike precisely enough to hit more
effectively. The soldier may take this feat as
a bonus feat or a regular one.

Starting Feats
The soldier begins play with the following
feats: Armor Proficiency (light, medium),
Weapon Group Proficiency (pistols, rifles,
heavy weapons, simple weapons, vibro
weapons).

Armor Optimization
The soldier is trained no only on how to use
his weapons, but his armor as well. The
soldier can make the most out of the
defensive capabilities of her armor making
her more proficient in it’s use. This is
reflected in an Armor Class bonus (AC
Bonus) that increases as the soldier gains
experience.

Bonus Feats
At 2nd, 3rd, 4th, 6th, 8th, 10th, 12th, 14th,
16th, 18th, and 20th level the soldier gets a
bonus feat. This feat must be drawn from the
following list, and the soldier must meet any
prerequisites.
Ambidexterity, Armor Proficiency (Heavy),
Armor Proficiency (Power), Blind-Fighting,
Cleave, Combat Reflexes, Dodge, Exotic
Weapon Proficiency*, Expertise, Far Shot,
Great Cleave, Heroic Surge, Improved
Critical, Improved Initiative, Improved Martial
Arts, Improved Two-Weapon Fighting, Martial
Arts, Mobility, Point Blank Shot, Power
Attack, Precise Shot, Quick Draw, Rapid
Shot, Shot on the Run, Spring Attack, TwoWeapon Fighting, Weapon Finesse*,
Weapon Focus*, Whirlwind Attack.
A character can select feats marked with an
asterisk (*) more than once, but it must be for
a different weapon each time.

Credits
a 1st-level soldier begins play with 1d6 x 500
credits.

