
TAKE ME TO YOUR LEADER
Welcome to the fourth installment in our series of Starfinder Field Tests, 
documents dedicated to giving insight behind our ongoing process of 
designing and developing a new edition of the Starfinder Roleplaying 
Game. This field test presents the latest version of an iconic Starfinder 
class: the one and only envoy! Envoys are “support” characters who 
make great party leaders, and this preview of levels 1–5 for the class is 
just a taste of the things an envoy can do for their team.

Envoys in Action
Like in first edition, an envoy’s kit focuses on bolstering allies, 
hindering enemies, and excelling in social situations. Envoys can 
be found all over the galaxy, working as starship captains, military 
leaders, executives, pop stars, strategists, diplomats, wise-cracking 
crime bosses, and interstellar spies. But how does that look in 
action? The Starfinder Second Edition Playtest introduces directives, 
a new type of action unique to envoys. Directives provide benefits to 
the envoy’s allies—that is, if the allies follow the directive! The most 
straightforward example is Get ’Em!, an ability all envoys receive 
at 1st level. This directive penalizes a target’s AC, encouraging the 
envoy’s allies to focus their attacks on the target. Each directive also 
has a way for the envoy to lead by example, providing an additional 
bonus. In the case of Get ’Em!, if the envoy issues the directive 
and attacks the target on the same turn, the envoy and their allies 
gain a bonus to damage rolls against the target. While Get ’Em! is 
something all envoys can do, most directives are feats, so you can 
choose directives that fit your character and their leadership style.

Envoys don’t just lead their team in battle. They shine in social 
encounters, too. An envoy’s ability to Size Up an asset is only the first 
tool in their social arsenal, and you can select feats to enhance this 
ability right at 1st level. Speaking of challenges outside of combat, 
you’ll notice that envoys don’t have an “expertise die” anymore, but 
in terms of skills, they’ve still got a lot going on! On top of having 
a hefty number of trained skills at 1st level and gaining more skill 
increases than other classes, envoys can swap out skill feats during 
their daily preparations starting at 3rd level, ensuring they’re 
always ready to face the day’s challenges head on, whether that’s 
a social encounter, exploration of a dangerous planet, or flying a 
starship! Finally, every envoy chooses a leadership style. While this 

initially just determines a skill and bonus feat the envoy gets at 1st 
level, there’s something special in store once the envoy reaches 6th 
level. Each leadership style determines a limited number of actions 
that the envoy can take to lead by example, giving them more 
flexibility in how and when they use their directives. Some envoys 
might lead most effectively by waiting in the shadows, while others 
might be first into the fray. These details are beyond the scope of 
this level 1–5 field test, but you’ll get a chance to play around with 
all the options once we release the full playtest rules. 

Teamwork Makes the Dream Work
When creating an envoy character, it’s critical to keep the rest of 
your team in mind. Don’t just choose directives that you want; pick 
ones that’ll help your team shine! Consider the role you play in the 
overall makeup of the party. Are your friends a bit light on healing? 
You’ve got some options to shore up that weakness in your team. 
Do you have lots of spellcasters in your party who don’t make many 
attack rolls? Consider feats which give you other directives to use 
aside from Get ’Em! (And remind your friends they can always cast 
gun!) On the other hand, if your allies are a soldier, solarian, and 
operative, you may want to make Get ’Em! as flexible as possible 
with a feat like Change of Plans!

We don’t think anyone should build their character in a vacuum, 
and no one player should tell everyone else what to do. Everyone 
should be a team player. Starfinder is a game that’s literally about 
playing out the story of a group working toward a shared goal. As 
an envoy, you’re probably playing the group leader, but you should 
try to strike a balance between giving orders and doing your part 
to contribute to the team’s efforts. If you want to play a bossy 
character, talk to the other players and make sure they’re on board 
with that dynamic, then plan a way they can let you know out of 
character if it stops being fun. 

Oh, here’s one final bit of advice… get ’em!
-The Starfinder Team
–Thurston Hillman, Managing Creative Director
–Jenny Jarzabski, Senior Developer
–Dustin Knight, Developer
–Mike Kimmel, Developer
–Jessica Catalan, Starfinder Society Developer
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ENVOY
You’re a master influencer. You make your way in the universe with a 
charming smile, quick wit, and keen sense of self-preservation. You’re a leader 
who motivates your teammates, pushes them past their limits, and helps 
them through tough spots. You excel at getting others to do what you want, 
but you’re always ready to face trouble head on when things take a turn for 
the worse. You might be a con artist, diplomat, performer, or even a military 
officer—or you might take on whatever role the situation demands.

INITIAL PROFICIENCIES
At 1st level, you gain the listed proficiency 
ranks in the following statistics. You are 
untrained in anything not listed unless 
you gain a better proficiency rank in some 
other way.

PERCEPTION
Trained in Perception

SAVING THROWS
Trained in Fortitude
Expert in Reflex
Expert in Will

SKILLS
Trained in one of the following skills 
of your choice: Deception, Diplomacy, 
Intimidation
Trained in one skill based on your 
leadership style
Trained in a number of additional skills 
equal to 6 plus your Intelligence modifier

ATTACKS
Trained in simple weapons
Trained in martial weapons
Trained in unarmed attacks

DEFENSES
Trained in light armor
Trained in unarmored defense

CLASS DC
Trained in envoy class DC

During combat encounters...
You issue directives to your team, granting benefits if they follow your lead. Your words and 
deeds bolster your allies or harry your foes, and your cunning can get you and your team 
out of danger.

During social encounters...
You are often the face of your team, whether you use diplomacy, lies, threats, or whatever 
words it takes to get your way.

While exploring...
You readily adapt to new situations and excel at motivating your team to overcome 
obstacles.

In downtime...
You look for new opportunities to make a name for yourself, work your way up through the 
ranks of an organization, or establish an enterprise of your own.

You might...
• Aspire to lead a business or military organization, or captain a starship.
• Have friends—and enemies—in unexpected places.
• Look for opportunities to talk your way out of fights.

Others probably...
• Find you likable, or at least respect you.
• Ask for your help navigating complex social situations.
• Assume you like being in charge.

ENVOY ADVANCEMENT
 Your Level Class Features
 1 Ancestry and background, attribute boosts, initial proficiencies, envoy 

directive (Get ’Em!), social mastermind (Size Up, Saw it Coming), 
leadership style, envoy feat

 2 Envoy feat, skill feat, skill increase
 3 Adaptive talent, general feat, skill increase, wise to the game
 4 Envoy feat, skill feat, skill increase
 5 Ancestry feat, attribute boosts, perception expertise, practiced 

influencer, skill increase, weapon expertise

HIT POINTS
8 plus your Constitution modifier
You increase your maximum number of 
HP by this number at 1st level and every 
level thereafter.

KEY ATTRIBUTE
Charisma
At 1st level, your class gives you 
an attribute boost to Charisma.
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CLASS FEATURES
You gain these abilities as an envoy. Abilities gained at higher levels 
list the level at which you gain them next to the features’ names.

Ancestry and Background
In addition to what you get from your class at 1st level, you have 
the benefits of your selected ancestry and background.

Attribute Boosts
At 1st level and every 5 levels thereafter, you boost four 
different attribute modifiers. If an attribute modifier is already 
+4 or higher, it takes two boosts to increase it; you get a partial 
boost, and you must boost that attribute again at a later level 
to increase it by 1.

Initial Proficiencies
At 1st level, you gain a number of proficiencies that represent 
your basic training. These proficiencies are noted at the start of 
this class.

Envoy Directive 1st
Envoys encourage their allies by using directives. A directive is 
an insight, order, or stratagem that benefits any allies who follow 
it. Each envoy directive includes a way for the envoy to lead by 
example. If the envoy takes their own advice and follows through 
on their own directive before the end of their turn, they unlock an 
additional advantage for themselves and their allies. By default, 
most directives have the visual trait, representing the envoy 
performing guiding motions to assist. However, envoys can choose 
to replace the visual trait with, or simply add, the auditory trait to 
represent shouts of encouragement as part of these actions.

You begin with one envoy directive. You can learn more 
directives through the envoy class and envoy class feats. You can 
use any number of directives per round, but you can’t use the same 
directive more than once a round. An envoy’s directive and the 

benefits it grants last until the beginning of your next turn.
You gain the Get ’Em! envoy directive.

GET ’EM! [one-action]
DIRECTIVE ENVOY VISUAL

You single out an enemy for you and your allies to focus your 
attacks on. This concentrated assault weakens that enemy’s 
defenses. Select a creature within 60 feet that you can see. That 
creature takes a –1 circumstance penalty to AC until the beginning 
of your next turn.

Lead by Example If you attack the target you select before 
the end of your turn, you reveal a weak point in your foe’s 
defenses. You and your allies gain a +1 circumstance bonus to 
damage rolls against the target. As your envoy level increases, 
so does this damage. Increase the damage by 1 at 5th, 10th, 
15th, and 20th levels.

Social Mastermind 1st
You rely on your force of personality and powers of persuasion to 
influence others, for good or for ill. You gain the activity Size Up 
and the action Saw it Coming.

FIELD NOTE: SKILLS!
This is the first time you’re seeing the nu 

envoy, but if you’ve been paying attention 
I bet you remember the Starfinder team talking about 
how the operative’s and envoy’s intended roles are 
changing a bit in the new edition. Operatives used to 
be “skill monkeys,” as a lot of gamers like to say. Now 
they’re big damage dealers with a few skills they’re 
really, really good at. That means our envoy nufriends 
are gonna need plenty of skills to pay the bills—and 
they got ‘em! That ability to swap skill feats out every 
day is hyper handy, gree? You never know what an 
envoy is gonna do next! My point is, envoys get lots 
of skills now, and lots of nifty ways to use them to 
help-help their friends out of a tough situation. What 
do you think, super drift or lacking lift?
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SIZE UP
CONCENTRATE ENVOY EXPLORATION

Frequency once per hour
You spend 1 minute observing a specific individual, 10 minutes 
researching a specific individual on the infosphere, or 1 hour 
networking and gathering information about a specific individual 
in a settlement or appropriate location that they frequent, learning 
how best to endear yourself to, scare, or otherwise manipulate 
that individual. This subject is your asset. If you assess your 
asset via observation, you don’t need to know their identity, but 
if you assess your asset via research or networking, you must 
know their identity, which requires at least two relevant pieces of 
information about them. Examples of relevant information could 
include their name, their place of origin, their current residence, 
the name of their parent or significant other, their employer, 
or their organizational affiliation. The GM determines what 
constitutes relevant information for this purpose, based on the 
asset you’ve selected.

You gain a +1 circumstance bonus to Deception, Diplomacy, 
Intimidation, and Perception checks made against your asset or 
in relation to your asset if the target knows your asset, and a +1 
circumstance bonus to attempts to Recall Knowledge about your asset.

You can maintain one asset at a time. If you Size Up another 
asset after that, your new asset replaces your previous one.

SAW IT COMING [free-action]
ENVOY

Trigger You are about to roll initiative in an encounter in which your 
asset is one of your opponents.

You read the demeanor, body language, and instinctive tics of your 
asset as easily as you read a comm unit, allowing you to react a 
moment before those around you and gain an edge in the coming 
battle. You gain a +1 circumstance bonus to your initiative roll, and 
you can immediately do one of the following: Interact to draw a 
weapon, Step, or Stride.

Leadership Style 1st
Whether it comes naturally, you trained for it, or you were thrown 
into a leadership role unexpectedly, you’ve developed a personal 
style of leading others. At 1st level, select a leadership style. You 
become trained in the indicated leadership skill, and you gain the 
indicated leadership perk.

At 6th level, certain actions become your acts of leadership and 
grant you a benefit when you perform those acts. These actions 
vary depending on your selected leadership style. When you use an 
act of leadership after issuing one or more envoy directives earlier 
that turn, you can choose one envoy directive you activated. You 
grant the lead by example benefits for that directive even if you 
didn’t meet the usual requirements to lead by example. You can do 
this once per turn.

FROM THE FRONT
You’re most comfortable leading your allies from the front lines of 
battle while you fight alongside them. You might employ a shield 
to help weather the storm of incoming gunfire or simply lead with 
a pointed finger and a shout of encouragement as you run into the 
center of the enemy formation.

Leadership Skill (1st) Athletics
Leadership Perk (1st) You’re trained in medium armor. When you 

gain light armor expertise, you also gain expert proficiency in 
medium armor, and when you gain light armor mastery, you 
also gain master proficiency in medium armor.

Acts of Leadership (6th) Raise a Shield, take a move action to move 
within an enemy’s reach

FROM THE SHADOWS 
You prefer to direct and inspire your allies in subtle ways, without 
drawing too much attention from your enemies. This lets you 
control the flow of battle from the backfield or be closer to the 
action but still just out of sight.
Leadership Skill (1st) Stealth
Leadership Perk (1st) You gain Assurance (Stealth) as a bonus feat.
Acts of Leadership (6th) Hide, Sneak, Take Cover

GUNS BLAZING
You lead your team by making an impression, and the best 
way to make an impression is with firepower. If you’re not in a 
gunfight, you’re probably bragging about your latest gunfight 
at the bar.
Leadership Skill (1st) Acrobatics
Leadership Perk (1st) You gain Incredible Initiative as a bonus feat.
Acts of Leadership (6th) Make a ranged Strike against an enemy 

that has a multiple attack penalty, perform an Area Fire or Auto-
Fire, reload an empty ranged weapon

IN THE SPOTLIGHT 
Whether through conversation, clever lies, dazzling performances, 
or threats, you use your charm and cunning to influence others. 
Directing your team’s actions is second nature to you.
Leadership Skill (1st) Performance
Leadership Perk (1st) You gain Impressive Performance as a bonus 

feat.
Acts of Leadership (6th) Perform, issue another directive

FIELD NOTE: REACTIONS!
Wow, envoys have lots of reactions! The 

Starfinder team went allsix on creating new 
envoy reactions (they said naming them was too much 
fun to stop), but they’re curious about what you think. 
Here’s how we see a typical envoy turn playing out: 
give a directive, take an action to lead by example, and 
take one more action to do something else like shoot or 
duck into cover. That’s already kinda got a lot going on. 
Instead of cramming more into three actions, the team 
used reactions as a release valve! But you only get one 
reaction per turn, so how many is too many? We’ve 
got some super high level stuff planned to help-help 
with the envoy’s action economy, but part of it comes 
down to your feat choices. So, what do you think? Too 
many reactions? Too few? Or juuuust right?
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HOTSHOT
From the driver’s seat of a land cruiser or the cockpit of a starship, 
you’re always at home piloting a vehicle and can provide orders to 
allies without a second thought. In stressful situations you pilot 
your allies just as effectively as the vehicle you’re driving.
Leadership Skill (1st) Piloting
Leadership Perk (1st) You gain Express Driver as a bonus feat.
Acts of Leadership (6th) Drive, Take Control, Stunt

INFOSPHERE DIRECTOR
You know how to control the flow of information, which can be 
critical during a battle or while planning your next mission. You 
might spend your downtime hacking, programming, following 
leads, or just surfing infospheres to stay up to date on the latest 
news. Issuing commands via a datapad or wirelessly comes 
naturally to you.
Leadership Skill (1st) Computers
Leadership Perk (1st) You gain Digital Diversion as a bonus feat.
Acts of Leadership (6th) Create a Diversion using Computers, Recall 

Knowledge

THROUGH DESPERATE TIMES
You stepped up to lead during difficult times, and it’s your job 
to help your team live to see another day. Luckily, you have 
the skills that can save the lives of others in a pinch. Your life 
might be plagued by a traumatic event, or perhaps you fought 
in some notorious battle. Your allies trust your instincts because 
of the event that defined you. Letting them down is out of the 
question.
Leadership Skill (1st): Medicine
Leadership Perk (1st): You gain Battle Medicine as a bonus feat.
Acts of Leadership (6th): Administer First Aid, Battle Medicine, use 

a healing item on an ally

Envoy Feats
At 1st level and every even-numbered level, you gain an envoy class 
feat. These begin on page 6.

Skill Feats
At 2nd level and every 2 levels thereafter, you gain a skill feat. 
You must be trained or better in the corresponding skill to select 
a skill feat.

Skill Increases 2nd
You gain more skill increases than members of other classes. At 
2nd level and every level thereafter, you gain a skill increase. You 
can use this increase to either become trained in one skill you’re 
untrained in, or to become an expert in one skill in which you’re 
already trained.

At 7th level, you can use skill increases to become a master in a 
skill in which you’re already an expert, and at 15th level, you can 
use them to become legendary in a skill in which you’re already a 
master.

Adaptive Talent 3rd
You’re quick thinking and adaptable, capable of picking up new 
skills and talents with little practice or training. During your daily 

preparations, select one skill feat that you meet the prerequisites 
for. You gain this skill feat until you prepare again. Since you 
have this feat temporarily, you can’t use it as a prerequisite for 
a permanent character option. You can use this for effects that 
temporarily give you access to other abilities, such as taking 
Multilingual to temporarily learn a new language.

As your envoy level increases, so does your ability to adapt to 
new situations. At 9th level and 15th level, increase the number 
of skill feats you gain this way by 1. You can use feats that you 
temporarily gain through adaptive talent as a prerequisite for 
other feats that you temporarily gain through adaptive talent, 
but you still can’t use them as prerequisites for permanent 
character options.

General Feats 3rd
At 3rd level and every 4 levels thereafter, you gain a general feat.

Wise to the Game 3rd
Using your words to influence others is second nature to you, and 
you easily recognize when others attempt to use the same tactics 
against you. You gain a +1 status bonus to your Perception DC 
against attempts to Feint or Lie to you and attempts to divert your 
attention with Create a Diversion, and a +1 status bonus to your 
Will DC against attempts to Demoralize you. This bonus increases 
to +2 against your asset.

Ancestry Feats 5th
In addition to the initial ancestry feat you started with, you gain an 
ancestry feat at 5th level and every 4 levels thereafter.

Perception Expertise 5th
You’ve a keen eye for details and remain alert to threats around 
you. Your proficiency rank for Perception increases to expert.

Practiced Influencer 5th
You’re a master at influencing others and using your skills to get 
the best result out of a social situation. You rarely say the wrong 
thing or cause a negotiation to go south. You gain the Practiced 
Influencer action.

PRACTICED INFLUENCER [free-action]
ENVOY FORTUNE

Frequency once per day
Trigger You are about to roll a Deception, Diplomacy, or Intimidation 

check, but you haven’t rolled yet.
You roll the triggering Deception, Diplomacy, or Intimidation check 
twice, and use the higher result.

KEY TERMS
Directive: Actions with this trait are special orders that 

provide benefits for your allies if they follow them. Your allies 
must be able to sense you to benefit from your directives. 

Flourish: Actions with this trait are special techniques 
that require too much exertion for you to perform frequently. 
You can use only 1 action with the flourish trait per turn. 
  Suppressed: Harried condition causing a –1 circumstance 
penalty to attack rolls and –5-foot status penalty to your Speeds.
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Weapon Expertise 5th
You’ve learned a few clever tricks with your weapons. Your 
proficiency ranks for simple weapons, martial weapons, and 
unarmed attacks increase to expert. Whenever you attack your 
asset or the target of your Get ’Em!, you gain access to the critical 
specialization effects of all weapons for which you have expert 
proficiency.

ENVOY FEATS
At every level that you gain an envoy feat, you can select one of the 
following feats. You must satisfy any prerequisites before selecting 
the feat.

1ST LEVEL

ACQUIRE ASSET [one-action] FEAT 1
ENVOY

You assess a foe while in the thick of battle by observing their 
reactions to your attack. Make a melee or ranged Strike against 
a creature that is not your asset. On a hit, your target becomes 
your asset as if you had used Size Up. On a critical hit, you can 
immediately attempt a check to Recall Knowledge about the target.

DIVERSE SCHEMES FEAT 1
ENVOY

You’re an efficient multitasker and always have more than one 
goal in mind or scheme ready to go. You can maintain two assets 
at once.

PARDON ME! FEAT 1
ENVOY MENTAL

Prerequisites trained in Deception
You distract your foes with a clever comment as you maneuver 
around them. You can use Deception instead of Acrobatics to 
Tumble Through. When you successfully Tumble Through using 
Deception, the foe whose space you passed through is suppressed 
until the end of its next turn.

QUIP [reaction] FEAT 1
CONCENTRATE EMOTION ENVOY FEAR MENTAL

Prerequisites trained in Intimidation
Trigger A creature within 30 feet is damaged by an ally’s Strike.
You follow up on your ally’s success by hurling a cunning, well-
timed taunt at a foe. Attempt to Demoralize the triggering creature.

TAKE ’EM ALIVE! [one-action] FEAT 1
DIRECTIVE ENVOY VISUAL

You urge your allies to take down your enemies without loss of life. 
Until the beginning of your next turn, you and your allies gain the 
following two benefits. You and your allies don’t take the normal 
–2 circumstance penalty when making a nonlethal attack with a 
weapon that doesn’t have the nonlethal trait. When you or an ally 
Cast a Spell that deals damage and doesn’t have the death or void 
trait, you can add the nonlethal trait to the spell.

Lead by Example If you make a nonlethal attack against a single 
target before the end of your turn, you direct your allies to take 
down a specific target for later follow-up. The target of your attack 

is treated as having your Get ’Em! directive on them, though you 
don’t benefit from the lead by example effect on the Get ’Em!

WATCH OUT! [reaction] FEAT 1
CONCENTRATE ENVOY

Trigger A creature targets an ally within 60 feet with an attack, and 
you can see both the attacker and your ally.

You shout a warning to your ally, granting them a +2 circumstance 
bonus to AC against the triggering attack.

2ND LEVEL

CHANGE OF PLANS! [reaction] FEAT 2
ENVOY

Trigger The target of your Get ’Em! is reduced to 0 Hit Points.
Requirements You used Get ’Em! against a creature on your last 

turn.
As the target you directed your allies to take down falls unconscious 
or is destroyed, you quickly direct them at another target. You use 
Get ’Em! against a new target, following all the normal targeting 
restrictions for Get ’Em! You don’t count as leading by example 
against this new target.

DON’T YOU DIE ON ME! [one-action] FEAT 2
EMOTION ENVOY MENTAL

You encourage your ally to hang on and keep moving, despite 
life-threatening wounds or other serious injuries that might take 
them out of the battle. Select an adjacent dying ally. Reduce the 
target’s dying value by 1. If this would reduce their dying value 
to 0, they lose the dying condition, don’t increase their wounded 
condition, and remain unconscious. The targeted ally then becomes 
temporarily immune to Don’t You Die on Me! for 1 hour.

GET IN THERE! [one-action] FEAT 2
CONCENTRATE DIRECTIVE ENVOY VISUAL

You urge your allies to either hustle into the fight or get out of 
the way. Until the beginning of your next turn, you and your allies 
within 100 feet that can sense you gain a +5-foot status bonus 

ENVOY FEATS
Use this table to look up envoy feats by name.
Feat Level
Acquire Asset 1
Broadened Assessment 4
Change of Plans! 2
Danger Sense 4
Diverse Schemes 1
Don’t You Die on Me! 2
Get in There! 2
Get Your Head in the Game! 4
Not in the Face! 4
Pardon Me! 1
Quip  1
Search High and Low 2
Suppressing Insults 2
Take ’Em Alive! 1
Watch Out! 1
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to Speed. As your envoy level increases, so does this distance. 
Increase the distance by an additional 5 feet at 7th level, 12th level, 
and 17th level.

Lead by Example If you Step or Stride before the end of your 
turn, you can signal your allies to follow your lead. Each of your 
allies within 100 feet who can sense you can immediately Step or 
Stride up to half their Speed (rounded down to the nearest 5-foot 
increment) as a free action.

SEARCH HIGH AND LOW [one-action] FEAT 2
CONCENTRATE DIRECTIVE ENVOY VISUAL

You alert your allies to look for enemies and hidden things in a 
stressful situation, coordinating their efforts so they can do so 
more efficiently. Until the beginning of your next turn, you and 
your allies gain a +2 circumstance bonus to Perception checks 
to Seek. As your envoy level increases, so does this bonus. 
Increase the bonus to +3 at 7th level, +4 at 12th level, and +5 
at 17th level.

Lead by Example If you Seek before the end of your turn, each of 
your allies within 100 feet who can sense you can also immediately 
Seek as a free action.

SUPPRESSING INSULTS FEAT 2
ENVOY

Prerequisites trained in Intimidation
Your cutting quips hamper your opponent’s performance in the fight. 
On a successful Demoralize action, your opponent is suppressed for 
as long as it remains frightened from your Demoralize.

4TH LEVEL

BROADENED ASSESSMENT FEAT 4
ENVOY

When the going gets tough, it’s important to know who you can 
push around. When you Size Up an individual to make them your 
asset, you pay close attention to their physical capabilities, in 
addition to their social inclinations and mental headspace. You 
can leverage this information to gain an edge during a physical 
altercation—or to avoid one! You gain a +1 circumstance bonus to 
Acrobatics, Athletics, and Stealth checks against your assets.

DANGER SENSE [free-action] FEAT 4
ENVOY FORTUNE

Trigger You are about to roll initiative.
You signal an ally, warning them of impending danger. Select one 
ally. You and the target roll for initiative as normal, then both use 
the higher result. Apply the bonus granted by Saw It Coming to 
both rolls if you’re rolling against your asset.

GET YOUR HEAD IN THE GAME! [one-action] FEAT 4
ENVOY HEALING MENTAL

You scold an ally within 30 feet for failing to pay attention, being 
taken by surprise, or being thrown for a loop. The target suppresses 
the fatigued condition for 1d4 rounds and loses the off-guard 
condition. If the target is off-guard due to a continual effect and 
would immediately regain the off-guard condition, such as when 
Balancing on a narrow surface or in zero-gravity, you instead 
suppress that instance of the off-guard condition for the same 
number of rounds that you suppress the fatigued condition. This 
does not prevent the target from gaining the off-guard condition in 
other ways. The target then becomes immune to Get Your Head in 
the Game! for 1 hour.

NOT IN THE FACE! [reaction] FEAT 4
EMOTION ENVOY MENTAL

Prerequisites trained in Deception
Trigger A creature targets you with a melee attack.
You wave your arms to shield your face from harm and cower, 
acting meek and pitiful. Attempt a Deception check against 
the triggering creature’s Will DC. After the effects conclude, the 
triggering creature is immune to Not in the Face! for 1 hour.
Critical Success Your attacker has second thoughts about harming 

you and is thoroughly thrown off. It takes a –2 circumstance 
penalty to attack and damage rolls against you until the start 
of its next turn.

Success Your attacker is thrown off. It takes a –1 circumstance 
penalty to attack rolls against you until the start of its next 
turn.

Failure Your attacker is temporarily thrown off. It takes a –1 
circumstance penalty to the triggering attack roll.

Critical Failure Your attacker is unaffected.
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