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ABout EVERYMAN GAMING, LLC

Everyman Gaming began as the blog of Alexander Augunas in January 2014, where
he wrote about Pathfinder Roleplaying Game tips, tricks, and techniques for both
players and GMs. In May of 2014, Alex began talks with the Know Direction Network
about bringing his blog to their site under the name Guidance. At the same time, Alex
transformed Everyman Gaming into the company it is today so he could begin self-
publishing his works. In 2016, he teamed up with Rogue Genius Games to release
Ultimate Occult and has remained with them since.

Want to check outa fulllisting of Everyman Gaming LLC products and stay up-to-date with
Everyman Gaming LLC’s announcements? Visit http://www.everymangaming.
com!You can also follow Everyman Gaming on Facebook at https:/ /www.facebook.
com/gamingeveryman or on Twitter at handle @EMGamingLLC.



ACCESSING STAR LOGS.EM

Access granted. Welcome to Smir Logs.EM, brought to you by
Everyman Gaming LLC! Here at Everyman Gaming LLC, we
strive to bring you exactly what you need for your starfaring
adventures. From new class options and archetypes to the latest
information on alien life forms found throughout the galaxy,
Everyman Gaming is here to make sure that your space ship is
stocked and your datajacks filled with everything you need to
have safe, fun, and profitable adventures throughout the known
galaxy. (Warning: Everyman Gaming LLC takes no responsibility
for any death, permanent affliction, potential brain scrambling,
or similar impairments you may suffer during your adventures.)

Everyman Gaming’s state of the art Smr Loc.EM series
combines top talent spanning the known universe (and some
parts unknown) to create state-of-the-art design for your
STARFINDER experience. Some STir LoG.EM files. Some EVervian
Minis are designed to offer small snippets of support to existing
Everyman Gaming products, while others contain ideas that
while cool, are often too specialized for other Everyman
Gaming products. Some are simply vetting grounds for new
ideas, while others are tried and true. Regardless of the theme
or idea, all Smr Loc.EM files are intended to add something
cool or weird to your tabletop experience. We believe that
every Everyman Gaming product is something special and
wonderful, no matter how small, and hopefully after reading
this installment of S7ar Loc. EM series you’ll feel the same!

~ Alexander Augunas
Publisher & Crunchmaster of Everyman Gaming LLC

ACCESSING ARCHIVES

QUERY: INFOSPIHRE CONNECTION
Hello, and thank you for purchasing S7ir Loc. EMOOS5 : INFOSPHERE
Mystic ConnEction! By large, many throughout the known galaxy
see mystics as a harbinger of ancient traditions adapted to the
modern era, and few places is this more apparent then with
those mystics who draw upon connections with technological
marvels rather than those traditionally associated with magic
or the divine. This is exceptionally true of those who draw
magic from the many infospheres found throughout most
modern civilizations. An infosphere is a worldwide network
of digitalized information as well as social and economic
ephemera. Called ‘the internet’ by some civilizations in
antiquity, infospheres are unique in that technology has
become so advanced that vast swaths of any given world’s
infospheres can be downloaded into encyclopedia-like data
sets for research or leisure when traveling beyond the confines
of that planet’s servers.

This need for copying and downloading desirable portions
of the infosphere hint at an embarrassing truth regarding
their functionality—in all but the most unified of societies,
most planets have their own infosphere with limited
ability to interface with those of neighboring worlds. As a
result, quantity and quality of information varies heavily
from infosphere to infosphere, which allows the spread of
misinformation to run rampant on some worlds (especially
those with more authoritative systems of government).



NEW MYSTIC CONNECTION

The following connection is available to any mystic.

INFOSPHERE
You're linked to the collective knowledge of every sentient
species ever to upload data into an online repository, such as
an infosphere. Your powers are similar to those of mystics
connected with the Akashic Record, but where their connection
is tied to a mythical demiplane, yours is a paragon of culture and
technological engineering. You might be a computer scientist,
an online personality or celebrity, or an infosphere affectionate
who browses web pages and blogs as quickly as others breath air.
Associated Skills: Computers and Engineering,
Spells: 1st—comprehend languages, 2nd—implant data, 3rd—
tongues, 4th—dream®®, Sth—digital profile* , 6th—vision

CULTURAL MASTERY (SP); 1ST LEVEL

You are a master of online culture and have an intrinsic knack
for languages.You learn one additional language for every rank
in Culture you possess. In addition, you can make Culture
checks to lie (as if using Bluff) and to change your appearance
(as if using Disguise). When doing so, you substitute your total
Culture bonus for your Bluff and Disguise bonuses, and apply
all bonuses that you gain on Culture checks in place of any
bonuses that you gain on Bluff or Disguise checks.

MYSTIC ROUTER (SU); 3RD LEVEL

You can use your mystic connection with the infosphere
to interface with online resources. You gain a free datajack
that doesn’t count against the total number of cybernetic
augmentations that you can have installed in your brain. This
datajack’s level is equal to your mystic level, and unlike a
standard datajack you can use this ability to interface with any
online networks within range in addition to computers and
digital storage media, allowing you to access data on the wireless
network without the need for an interface. This doesn’t prevent
you from needing to make Computers checks to operate or
navigate the network if you would normally need to.

LIGHTSPPEED SEARCHING (SU); 6TH LEVEL

You can use the infosphere to search for information at
lightning speeds. Whenever your mystic router (see above)
is connected to an online information network (such as the
infosphere) or a data set, you can make Computers checks to
recall information about topics related to any of the following
skills: Culture, Life Science, Mysticism, Physical Science, or
any Profession skill. In addition, the amount of time it takes
you to research topics relating to any of these skills is reduced

by half (typically 1 minute to take 20).

WIRELESS DELIVERY (SU); 9TH LEVEL
You can cast spells with a range of touch over a wireless
network in order to cast them at range. Whenever you cast
a spell that targets one creature or object, you can spend 1

Resolve Point to change the spell’s range to close (25 ft. + 5
ft./2 levels) and the targets to one creature. Any spell that is
not noted as harmless in the saving throw or spell resistance
entry requires a successful ranged attack roll against the
target’s EAC; if your attack misses, the spell fails as normal.
If you spend 2 Resolve Points, the spell’s range increases to
medium (100 ft. + 10 ft./level) instead.

You cannot use this connection power if you aren’t within

an area with wireless coverage.

EYES AND EARS OF THE WEB (SP); 12TH LEVEL
As a standard action, you can project your vision or hearing
through the infosphere to a point with equipment suitable
for the sensory information you desire. This functions as
clairaudience/ clairvoyance, except you can only use this ability if
you are within range of a wireless online network (such as the
infosphere) or wired network access point, and you can only
project your senses to another location within the spell’s range
that is also connected to the same online network that hosts
hardware capable of imputing sensory information suited to
the spell you cast (typically a microphone for clairaudience or
a camera for clairvoyance). After using this ability, you cannot
use it again for 1 day unless you take a 10-minute rest and
spend 1 Resolve Point.

ADVANCED PROFILING (SP); 1ISTH LEVEL

When you cast the digital profile spell, you can spend 1 Resolve
Point to attempt to learn which private wireless networks that
the designated creature has recently posted and uploaded to. If
you succeed on your Computers check to establish the digital
profile, included are logs of all private wireless networks that
the target has accessed, and coordinates of where their system
terminals are located. This provides you with no additional
information regarding what was posted or what you will find
at those coordinates save the network’s name, if any.

DIVINER'S DATABASE (SU); 18TH LEVEL

Whenever you successfully cast a divination (scrying) spell,
you automatically store all information that you gathered
from the spell into a wireless cloud that only you can access.
This includes sensory information (such as from clairaudience/
clairvoyance) and information compiled by the spell (such as
from digital profile or vision). By concentrating for 1 minute,
you can download up to 1 hour of information from your
wireless cloud onto any online network that your mystic is
currently connected to or onto any computer that you touch.
As this upload is a copy of the original, you don’t lose access
to the original copy of the information within your diviner’s
database unless you willingly delete the information yourself

with a command word as a standard action.

NEW SPELL

The following new spell is available to characters who meet

its prerequisites.



DicitaL PROFILE
School divination (scrying)
Casting Time 10 minutes
Range touch
Effect creates a digital blog on the touched computer
profiling one creature’s interactions and usage habits within
all accessible online networks.
Duration permanent; see text
Saving Throw none; Spell Resistance no
Digital profile creates a blog that compiles a wide array of
information about one creature’s interactions within an
infosphere or a similar online network. When you cast
the spell, you designate a creature by name and attempt
a Computers check with a DC equal to 30 + 1-1/2 times
the designated creature’s CR. Stating a pseudonym that the
designed creature goes by is sufficient to cast this spell, but
you take a —5 penalty on your Computers check unless the
pseudonym is an online alias (such as their screen name
or vidgamer account name), in which case you gain a +10
circumstance bonus on your check instead. If you succeed,
you create a blog for the designated creature that includes all
online posts and uploads it has ever made to all networks that
you have access to, including public ones. Furthermore, any
new uploads that the designated creature makes on accessible
networks are automatically added to the digital profile. You
can share a digital profile to other computers or devices and
even upload it to an infosphere yourself, but it immediately
disappears if the computer that you cast this spell on is
destroyed or the effect is dispelled (such as by dispel magic).
This spell doesn’t make it easier to sift through the
information compiled within the blog; it takes 1d20 hours
for anyone searching for a specific piece of information to
determine whether or not that information is present if the
target has a light browsing history, 4d20 hours if they have
an average browsing history, or 10d20 hours if they have an
extreme browsing history. A successful DC 20 Computers
check reduced the amount of time it takes to sift through the
target’s browsing history by half. For every 1 by which this
DC is exceeded, reduce the amount of time it takes to sift
through the target’s browsing history by 1 additional hour
(minimum 1 hour). You attempt this check once per piece of
information you search, and you can only search for one piece
of information about the subject of a digital profile at a time,
even if you have multiple instances of this spell active.

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
owners 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, extension, 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 Content 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,
artwork, 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, personas, 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 excludes 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 products or the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, 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 grantYou 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: IfYou are contributing original
material as Open Game Content, You represent thatYour 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
portion 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 name to the COPYRIGHT 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, independent
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 indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 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 unlessYou have written permission from the

Contributor to do so.

12. Inability to Comply: If it is impossible forYou 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 thenYou 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 enforceable.
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