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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 
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accessing Star Logs.EM
Access granted. Welcome to Star 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 Star log.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 Star log.em files. Some everyman 
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 Star log.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 Star log.em series you’ll feel the same!

~ Alexander Augunas
Publisher & Crunchmaster of Everyman Gaming LLC
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Accessing Archives
Query: Mechanic Options
Hello, and thank you for purchasing Star log.em009: mechanic 
oPtionS! Mechanics are a jack-of-all-trades class that tend to focus 
on niches related to technology, rather than broadly applicable 
concepts like “combat” or “skillfulness” or “support.” As a result, 
they’re strongest in a group that has other avenues of gameplay 
covered, and make strong “fifth members” to many adventuring 
parties. If you expect a mechanic to be as strong at combat as a 
soldier or as skillful as an operative you’re going to be disappointed 
in the long haul, but mechanics can be more reliable in combat than 
an operative, and they’re certainly better at skills than a soldier. 
Keep this in mind when you’re building your mechanic character!

Mechanics work best when they have plenty of mechanical 
toys around to play with. When you’re adventuring far away from 
civilization, you’re likely to have issues as a mechanic. Many of 
their talents and abilities only work in the presence of machines 
like computers or robots—while it isn’t much of a stretch to 
assume you’re going to be seeing those elements frequently, 
don’t be surprised if you find those abilities don’t come up often. 
Remember, mechanics specialize in niche aspects of Starfinder.

If you’re a GM, you’re going to want to remember to make 
sure you keep things varied enough for your mechanic that 
they don’t get to use all of their tricks all the time, but also 
that you don’t completely shut down a mechanic on a regular 
basis because your adventure is exploration-only with no 
technological presence. Keep your adventure fun, but not easy!
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MECHANIC TRICKS
The following mechanic tricks are available to mechanics who 
meet the prerequisites.

2ND LEVEL
You must be at least 2nd level or higher to choose these 
mechanic tricks.

Genius Mechanic (Ex): You can prepare for future 
contingencies without defining what those preparations are 
until they are relevant. As part of this preparation, while in 
a settlement for at least 24 hours, you can take 8 hours and 
spend any number of credits, up to a maximum equal to 50 
credits times your mechanic level squared, to create your genius 
mechanic fund. (For instance, at 2nd level you could spend up 
to 200 credits, while at 20th level you could spend up to 20,000 
credits.) While you have a genius mechanic fund pending, you 
are always treated as carrying 2 additional bulk (though you 
may choose to carry more bulk, see below), even before you 
define your genius plan. You can take 10 minutes to enact a 
brilliant plan once per day. When you do so, you withdraw any 
technological item or weapon that would have been available in 
the settlement that you visited, or that you could have crafted 
yourself given your abilities and the resources available in that 
settlement. Any item produced cannot weight more than 2 
bulk, and the GM must approve of your choice based upon 
the settlement you selected. If the GM approves, subtract the 
price of the item from your genius mechanic fund. Once you 
have spent all of the credits in your genius mechanic fund or 
procured  items equaling the bulk of your genius mechanic fund 
in this manner, you cannot use this mechanic trick again until 
you replenish your brilliant mechanic fund.

Precision Demolitionist (Ex): Whenever you attack 
with a weapon with the explode weapon special property, 
you may choose a number of 5-foot squares equal to 1 + 
your Intelligence bonus (minimum 0) that are within the 
explosion’s radius. Creatures within those squares are not 
considered to be within the explosion’s radius; they take no 
damage and suffer none of the weapon’s usual effects. You can 
spend 1 Resolve Point when attacking with such a weapon to 
double your Intelligence bonus for determining the number 
of squares that you can target with this trick. If the weapon 
requires an attack roll (such as a grenade) and your attack 
misses, this ability does not function for that attack.

Ranged Maneuvers (Ex): Your knowledge of machinery 
and computers allows you to hamper your foes by attacking 
such devices from afar. Choose two of the following combat 
maneuvers: dirty trick, disarm, reposition, sunder, or trip. 
You can attempt the chosen combat maneuvers by making a 
melee attack roll or a ranged attack roll with a small arms 
weapon, provided the target of your combat maneuver is 
within your weapon’s first range increment. You cannot use 
this ability to make ranged combat maneuver attempts if your 
foe or the surrounding environment has no mechanic devices 
or computers for you to exploit with this ability.

If you chose a drone for your artificial intelligence at 1st 
level, your drone may also attempt your chosen ranged combat 
maneuvers as described above. If you chose an exocortex for 
your artificial intelligence at 1st level, you may also attempt 
your chosen ranged combat maneuvers by making a ranged 
attack roll with a longarms weapon, but only if you attempt 
the combat maneuver against a foe that you have designated 
with the combat tracking exocortex ability.

8TH LEVEL
You must be at least 8th level or higher to choose these 
mechanic tricks.

Augment Explosives (Ex): Whenever you successfully 
arm explosives using the Engineering skill or attack with 
a weapon with the explode weapon special property, any 
creature that is in the explosion’s radius and fails their Reflex 
saving throw against the explosion takes additional damage 
equal to +1 per 4 levels you possess (maximum +5).

Expanded Ranged Maneuvers (Ex): You can attempt 
ranged maneuvers with all of the combat maneuvers listed 
by the ranged maneuvers mechanic trick. You must have the 
ranged maneuvers mechanic trick in order to select this trick.

Explosive Trick (Ex): Whenever you use the dirty trick or 
sunder combat maneuver against an opponent, you can damage 
or tamper with your opponent’s gear, causing an explosion as 
if you had attacked the opponent with a grenade with an item 
level equal to your mechanic level (choose one grid intersection 
adjacent to the creature’s space to be the center of the explosion’s 
radius). The grenade’s type is chosen by the GM, based upon 
the item that was destroyed. If you used the dirty trick combat 
maneuver to trigger this explosion, the target falls prone if it 
fails its Reflex save against the explosion. If you used the sunder 
combat maneuver to trigger this explosion, the sundered item 
is automatically damaged by the explosion, applying its hardness 
and other defenses normally. Once you have used this ability, 
you cannot use it again until you take a 10 minute rest and spend 
1 Resolve Point to regain your stamina.

Improved Genius Mechanic (Ex): If you have enacted 
a genius plan using your genius mechanic fund within the past 
24 hours, you can spend 1 Resolve Point to enact another 
genius plan, as if you hadn’t already used the genius mechanic 
ability that day. This doesn’t change how long you must wait to 
regain your daily use of the genius mechanic mechanic trick. 
You must have the genius mechanic mechanic trick before 
selecting this trick.

14TH LEVEL
You must be at least 14th level or higher to choose these 
mechanic tricks. 

Penetrating Demolitionist (Ex): Whenever you arm 
an explosive using the Engineering, you can attempt an 
Engineering check to assess the structural integrity of every 
vehicle and object in the explosion’s radius. When doing 
so, you roll one Engineering check and compare the result 
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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 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 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’s 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, 

to each target’s Engineering DC. For items and structures, 
the DC is 20. For vehicles, the DC is 15 + 1-1/2 times the 
vehicle’s level. If your check succeeds against a creature or 
object, reduce the damage reduction, hardness, and energy 
resistances of that creature or object against the explosion’s 
damage by an amount equal to your class level (to a minimum 
of 0). This stacks with the benefit of the Penetrating Attack 
feat and any special materials that the exploding item is 
crafted from, if applicable, but not other effects that reduce 
damage reduction, hardness, and energy resistances.

Mechanics in Xa-Osoro
Technology is essential to life in the Xa-Osoro System, and 
as a result mechanics are found everywhere throughout it. 
Whether they’re repairing the great spacefaring cities of the 
deoxyians, maintaining the mystic palanquins of the interstellar 
kami that roam the remains of the planet Azan, or simply 
sitting down for a drink in any of Lunox’s infamous cantinas, 
mechanics are responsible for creating and maintaining the 
very technologies and systems essential to everyday living 
in Xa-Osoro. Some of the places and corporations that are 
prominently associated with mechanics are described below.

1010 SuperRing: This marvel of post-Nova Age 
technology, which orbits Xa and Osoro just beyond ruined 
Azan, is a testament built by mechanics across the system to 
how far that the Radiant Imperium has trudged in its quest to 
regain stellar dominance of the Xa-Osoro System. Designed 
to be a massive solar cell suitable for capturing Xa’s light and 
storing it as energy, the 1010 SuperRing is home to countless 
technological marvels, including a fleet of mechanoi workers 
and one of the largest super computers in the system. 

Bantosian: Before the Regicide that blanketed Bantosian in 
Blood Space, the moon was once a hub of trade and activity in 
Xa-Osoro, but the onset of a strange, otherworldly plague left 
Bantosian all but inhabitable to many of the system’s peoples, 
humanity included. Today mechanics are often brought to Bantosian 
to help refine and install new filtration systems and domes to enable 
outsiders to visit and enjoy the Menagerie once more. 

Evolution: The best known of the deoxyian city-ships 
is home to countless mechanics of virtually every race and 
ethnicity, for the deoxyians value science and learning above 
all else—two virtues that practically define most mechanics. 
As a result, Evolution is often seen as a hub from which the 
best and brightest mechanics are trained, often moving into 
countless lines of cutting-edge work for hyper-specialized 
deoxyian companies and employers.

Uramesh: Once the home world of the uramae, the race 
that would become the deoxyians, Uramesh is a hollowed 
out husk of a world, void of nearly any naturally occurring 
resources. Yet despite this, unlife persists stubbornly on the 
planet in the form of mummified urmae. The Council of Viziers 
that rules the uramae often contracts outside mechanics to help 
them construct habitable points upon their world in an attempt 
to help bring life back to their withered planet.
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including as an indication as to compatibility, except as expressly licensed in another, 

independant 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 unless You have written 

permission 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 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 enforceable.

15. COPYRIGHT NOTICE: Open Game License v 1.0a © 2000, Wizards 

of the Coast, Inc.

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