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Eldred Black Knight Cruiser
As fast a fighter, this cruiser hits harder than any-
thing in its class.
ELDRED BLACK KNIGHT TIER 12 (350 Build Points)
CRUISER
Size Huge
Speed  10; Maneuverability average (+0 Piloting, turn 2)
AC 26; TL 25
HP 255; DT 5; CT 51
Shields basic 240 (forward 72, port 48, starboard 48, aft 72) 
Attack (Forward) Super Plasma Cannon (3d6x10)
Attack (Forward) Super Plasma Cannon (3d6x10)
Attack (Port) Heavy Laser Cannon (4d8)
Attack (Starboard) Heavy Laser Cannon (4d8)
Attack (Aft) none
Attack (Turret) Heavy Plasma Torpedo Launcher (5d10) 
Power Core Gateway Heavy (400 PCU); Drift Engine Signal Basic;
Systems MK5 Mononode computer, basic long-range sensors,  
mk 6 armor, mk 6 defenses; Expansion Bays None
Minimum Crew 0; Maximum Crew 0
Modifiers +5 to any one check per round; +0 Piloting; +2 Computers 
Complement 0
CREW
Captain Computers +24 (12 ranks), Engineering +22 (12 ranks),  
Intimidate +27 (12 ranks), gunnery +22, Piloting +22 (12 ranks)
Engineer Engineering +22 (12 ranks)
Gunners (5) gunnery +22
Pilot Piloting +27 (12 ranks)
Science Officer Computers +24 (12 ranks)

Enhanced Black Knight Cruiser
ELDRED BLACK KNIGHT TIER 16 (599 Build Points)
CRUISER
Size Huge
Speed  10; Maneuverability average (+0 Piloting, turn 2)
AC 32; TL 34
HP 280; DT 5; CT 56
Shields Heavy 480 (forward 144, port 96, starboard 96, aft 
144) 
Attack (Forward) 2x fire linked Super Plasma Cannon 
(6d6x10)
Attack (Port) superlaser (2d4×10)
Attack (Starboard) superlaser (2d4×10)
Attack (Aft) none
Attack (Turret) 2x fire linked heavy antimatter missile 
launcher (20d10) 
Power Core Gateway Ultra (500 PCU); Drift Engine Signal 
Basic;

Systems MK8 Duonode computer, advanced long-range sensors,  
mk 8 armor, mk 11 defenses; Expansion Bays None
Minimum Crew 0; Maximum Crew 0
Modifiers +8 to any two checks per round; +0 Piloting; +4 
Computers Complement 0
CREW
Captain  Computers +32 (16 ranks), Engineering +28 (16 ranks),  
Intimidate +33 (16 ranks), gunnery +28, Piloting +28 (16 
ranks)
Engineer Engineering +28 (16 ranks)
Gunners (5) gunnery +28
Pilot Piloting +33 (16 ranks)
Science Officer Computers +32 (16 ranks)

Black Knight Cruiser
In the wake of the Slavern/Eldred war, the Eldred Fleet’s Ad-
miralty sought a permanent solution to their constant lack of 
manpower. After the war, the Eldred council enacted a period 
of mandatory conscription for all military age citizens: most 
served for a period of four standard years, and though some 
would reenlist and make a career for themselves in the ser-
vice, many would not. Thus a small group of Admirals began a 
secret project to design a warship run entirely by AI. 

Early on the project was heavily influenced by Academy Ca-
det Aria Wroth. Most of her enlistment period was spent us-
ing her impressive grasp of starship tactics programming tac-
tical simulations for the AI cruiser, and working with human 
consultants from Terra, where she learned their common lan-
guage. When she left for her cadet cruise and ultimately left 
the service, the project was still up against the hard limitation 
that the necessary Eldred computers were too big to fit in any 
starship hull in the fleet.

In the later years of the project, supply ships returned from 
the Terran home world with the truly miniaturized super-
computers they had been promising. A hull was constructed 
for the prototype and a name given to it from a Terran tradi-
tion of an unnamed warrior competing in open tournaments. 
    The Heavy Cruiser-sized hull of the Black Knight limits how 
many the Eldred fleet can produce, so they will never replace 
common patrol vessels. The ship can replace small fleets used 
for hunter killer anti-piracy missions. The Enhanced Black 
Knight is thought of as a pocket dreadnought and is some-
times sent to break other factions fleets or strongholds. As 
the ship cannot take prisoners or rescue life pods, there are 
limited support roles it can perform. It can however patrol the 
border and smash things for years on end without resupply.

BLACK KNIGHT – HUGE CRUISER COMPUTER CHECK DC’S              ENHANCED BLACK KNIGHT
DC 28 Huge Cruiser, Speed 10, Average Maneuverability, Crew 

None.
DC 37 Huge Cruiser, Speed 10, Average Maneuverability, Crew 

None.
DC 33 AC 26, TL 25, 255 Hull Points, 240 Shields, Power Core 

400
DC 42 AC 32, TL 34, 280 Hull Points, 480 Shields, Power Core 500

DC 38 Forward 2x Super Plasma Cannon
Port and Starboard Heavy Laser Cannons
Turreted Heavy Plasma Torpedo Launcher

DC 47 Forward 2x fire linked Super Plasma Cannon
Port and Starboard Superlasers
Turreted 2x fire linked Heavy antimatter missile launchers

DC 43 No expansion bays DC 52 No expansion bays
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Fighting the Black Knight
The AI only possesses the ship specific Resolve 
Points gained at Tier 8 and Tier 16, therefore it can 
spend either 1 or 2 RP in a single combat, spend 
them wisely.

The AI Leadership Circuit
The AI is not trained in Diplomacy, it possesses sub-
routines for all other ship’s functions. The leader-
ship circuit is limited to mostly Taunts and Orders 
for normal leadership operations;

Demand, circuits refuse to be intimidated.
Encourage, circuits do not believe your pretty 

lies.
Taunt, Leaderbot has a surprisingly cutting insult 

subroutine.
Order, Leaderbot doubles your efficiency by 

showing you how easy your job is. (1 RP)
Moving Speech, Leaderbot is not motivational.

Engineering Subroutine
As long as no critical damage has been taken, the 
Engineering subroutine will normally divert power 
to weapons and shields. Use this order for normal 
engineering operations; 

Patch critically damaged systems
Hold it together on critically damaged systems
Divert power to weapons 
Divert power to shields
Overpower to Engines, Weapons and Shields (1 

RP)
Quick Fix on a critically damaged system (1 RP)

Gunnery Subroutine
As there is one gunnery circuit per weapon, gun-
nery will be limited to the Shoot and Precise Tar-
geting actions. Use this order for normal gunnery 
operations; 

Shoot enemy vessels in all arcs, 
If no enemy is present in Aft arc, fire Turret weap-

on(s) at the most dangerous enemy vessel in range.
If all opponents are equally dangerous, focus fire 

with turret weapon(s) on single opponents until 
they are destroyed and then focus on the next op-
ponent.

Precise Targeting on enemy vessels (1 RP)

Pilot Subroutine
As there is a dedicated Pilot, Piloting actions con-
sist of Fly, Maneuver, Stunt, Full Power or Auda-
cious Gambit actions.

Science Subroutine
As long as no serious shield damage has been taken, 
the science subroutine will normally target enemy 
systems. Use this order for normal science opera-
tions; 

Scan enemy vessels
Target System on enemy vessels
Balance shield points across arcs
Lock On enemy starship (1 RP)
Improve Countermeasures (1 RP)

Other Combat Notes
Despite not having a living crew aboard, Critical 
hits to Life Support affect the ship normally as AI 
Supercomputers rely on their carefully balanced 
cooling systems for optimum efficiency.

Historical Notes
Lieutenant Aria Wroth left the service to become 

a free trader. After a few unfortunate years as a mer-
chant and smuggler, she is now wanted for piracy. 
Her ship, Corbin’s Hold, is named after a battle of 
the same name. A key conflict in the Slavern/Eldred 
war, in which the Eldred suffered a crippling defeat. 
The engineer who designed the vessel is rumored 
to have felt the same about the Admiralty’s gutting 
of the ship’s final prototype.
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Product Identity: The following items are hereby identified as Product Iden-
tity, as defined in the Open Game License 1.0a, Section 1(e), and are not Open 
Content: All trademarks, registered trademarks, proper names (characters, dei-
ties, etc.), dialogue, plots, storylines, locations, characters, artworks, and trade 
dress. (Elements that have previously been designated as Open Game Content 
are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), 
the game mechanics of this Evil Robot Games product are Open Game Content, 
as defined in the Open Game License version 1.0a Section 1(d). No portion of this 
work other than the material designated as Open Game Content may be repro-
duced in any form without written permission.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b) “Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which 
an existing work may be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d) “Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as Open Game Con-
tent by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts, creatures, characters, 
stories, storylines, plots, thematic elements, dialogue, incidents, language, art-
work, symbols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, perso-
nas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which specifically ex-
cludes the Open Game Content; (f) “Trademark” means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify itself or its prod-
ucts or the associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, for-
mat, modify, translate and otherwise create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied to 
any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed 
by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE por-
tion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, in-
dependent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indi-
cate which portions of the work that you are distributing are Open Game Con-
tent.

9. Updating the License: Wizards or its designated Agents may publish updat-
ed versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written per-
mission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it enforce-
able.

15. COPYRIGHT NOTICE
Open Game License v 1.0. © 2000, Wizards of the Coast, Inc.
Starfinder Core Rulebook © 2017, Paizo Inc.; Authors: Logan Bonner, Jason 

Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Rad-
ney-MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with Al-
exander 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.

Galaxy Pirates - Black Knight © 2017, Evil Robot Games; Authors: Paul Fields, 
Jim Milligan.
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