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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: PRODUCT NAME

Hello, and thank you for purchasing S7ir Log. EMO10: Operative
Seeciavizations! Operatives come in all shapes, sizes, and talents,
so when you’re hiring your very own operative (or looking to
gain the training to become one yourself) it’s important to
know the fields roles that your candidate can cover. Some tips
and pointers for this are described below.

Master of All Trades: Although plenty of operatives like
to pretend that they’re cool and say lines like, “I have a very
specific set of skills,” in truth operatives are really good at most
skillful tasks, even ones that they don’t specialize in. They’ve
honed their bodies and minds so that even with just a little bit
of know-how, most operatives can be competitive in a wide
variety of tasks. Operatives often dabble in skills belonging to
a variety of trades and professions as their jobs require, so it’s
best to think of your operative’s entire set of skills rather than
just one or two of them.

Tricky, But Not Mighty: Operatives have a bit of a
reputation for their skillful attacks, and many think them to
be just as competent as soldiers on the battlefield. While it’s
true that an operative who plays to their strengths is a force
to reckon with, it’s no easy task to catch foes unaware with a
trick attack, and they lack the precision of the soldier when it
comes to battle. Overall, an operative can be effective on the
battlefield, but their foray is skillfulness first and foremost.



OPERATIVE SPECIALIZATIONS

Your specialization represents your primary area of expertise. Pick
one specialization upon taking your 1st level of the operative class.
Once made, this choice cannot be changed. Your specialization
grants you the Skill Focus feat in your specialization’s associated
skills, and you gain a free skill rank in each of those skills at each
operative level (this does not allow you to exceed the maximum

number of skill ranks in a single skill).

CRACKERJACK
Dabbling in a variety of skills, you are a jack-of-all-trades
capable of adapting to nearly any situation.

Associated Skills: At 1st level, you choose any two skills
as your specialization’s associated skills. You can use these
skills to make a trick attack. Your choices must be operative
class skills or skills that were added to your list of class skills by
your racial traits or 1st level theme power. If the chosen skill
isn’t Dexterity-based, you gain a +4 bonus on skill checks
made with that skill to make a trick attack.

Specialization Exploit: Unconventional skill.

Dillenette Dabbler (Ex): At 11th level, you choose one
skill that you have a number of ranks in that is equal to or
less than half of your total character level at the start of each
day. When making skill checks with this skill, you count as
having an additional number of ranks invested in that skill
equal to half your level (this does not allow you to exceed the
maximum number of skill ranks in a single skill). This allows
you to make skill checks with the chosen skill if it is normally
trained-only, and you gain all of the usual benefits for being
trained in that skill (such as gaining an additional +3 bonus on
checks made with the skill if it is on your list of class skills).

You can reassign which skill this ability applies to in one
of the following ways: by taking an 8-hour rest, by taking
a 10-minute rest to regain Stamina Points and spending 1
Resolve Points instead of the usual 1 Resolve Point, or by
spending a move action and 4 Resolve Points.

POISONER
You are skilled at using poisons against your foes.

Associated Skills: Medicine and Sleight of Hand. When
you use Medicine to make a trick attack while wielding a
weapon with the injection special property that is loaded
with a dose of poison or a melee weapon that deals piercing
or slashing damage that is coated with poison, you gain a +4
bonus on your check (you don’t gain this bonus if your target
is immune to poison).

Specialization Exploit: Fast poisoner.

Trick Poisoner (Ex): At 11th level, you can attempt
to wrack your target with poison as your debilitating trick.
When doing so, the save DC of any poison that you inject
your target with as part of the attack you made with your
trick attack increases by 2 for its duration. If the poison’s end
state is dead, you can choose to adjust the poison’s end state
to be one step before dead instead. You must make this choice

before your target attempts its save against your poison, and
once chosen it cannot be changed.

SCAREMONGER
You specialize in culling the competition through fear and
intimidation.

Associated Skills: Bluff and Intimidate. You gain a +4
bonus on Bluff and Intimidate checks to make trick attacks if
your opponent isn’t immune to mind-affecting effects.

Specialization Exploit: Frightful trick.

Fearsome Mein (Ex): At 11th level, you can terrify
enemies with ease. Whenever you hit an enemy with a trick
attack and choose to make your target flat-footed or off-
target, your enemy also becomes shaken as if you had chosen
to use the frightful trick operative exploit. Both conditions
count as a single option for the purpose of the debilitating
trick and double debilitation class features

SPELLSTEALER
You covet magic and possess the skills to bend and steal it
from others.

Associated Skills: Mysticism and Sleight of Hand. When
you use Mysticism to make a trick attack, you gain a +4 bonus
on the check and your trick attack counts as magic for the
purpose of bypassing damage reduction and other situations,
such as attacking incorporeal creatures.

Specialization Exploit: Spell steal.

Spellcrash (Su): At 11th level, you can attempt to drain
your target’s spell energy for your debilitating trick. When
doing so, your opponent must succeed on a Will save or lose
one of its available 3rd level or lower spell slots as if it had
been used to cast a spell. This ability always affects higher-
level spell slots before lower-level spell slots. At 14th level,
this ability affects 4th level or lower spell slots. At 17th level,
this ability affects 5th level or lower spell slots. At 20th level,
this ability affects 6th-level or lower spell slots.

NEW OPERATIVE EXPLOITS

You learn your first operative exploit at 2nd level, and an
additional exploit every 2 levels thereafter. Operative exploits
require you to have a minimum operative level, and they are
organized accordingly. Some require you to meet additional
prerequisites, such as having other exploits.

1OTH-LEVEL
You must be at least 10th level to choose these exploits.

Fast Poisoner (Ex): Once per round you can load a
weapon with the injection weapon property with a dose of
poison or apply a dose of poison onto a melee weapon that
deals piercing or slashing damage as part of the action you use
to make an attack with that weapon.

Frightful Trick (Ex): For your debilitating trick, you can
cause the target to become shaken until the beginning of your
next turn instead of flat-footed or off-target. An opponent that



is immune to fear effects cannot be made shaken by this exploit.

Spell Steal (Su): For your debilitating trick, you can
attempt to steal a beneficial magical effect from your target.
When doing so, you attempt a dispel check against your target
(as if using the targeted version of dispel magic), using your
operative level as your caster level and targeting harmless spells
only). If you successfully dispel the spell, your target must
succeed at a Will save or you gain the benefits of the dispelled
spell for a number of rounds equal to your level or the spell’s
remaining duration when it was dispelled, whichever is lower.
Once you have used this ability, you cannot do so again until
you take a 10 minute rest and spend 1 Resolve Point to regain
your Stamina.

You must be able to cast a spell or spell-like ability to select
this operative exploit.

Unconventional Skill (Ex): Choose one skill that is
on your list of class skills. You add the chosen skill to your
specialization’s list of associated skills, gaining all the associated
benefits from the operative class for doing so. (You gain Skill
Focus with the chosen skill, can use the chosen skill to make
trick attacks, gain one free skill rank in this skill for every
operative level you have, and gain another free skill rank in this
skill at each operative level.) If you already had skill ranks in
the chosen skill, those ranks are immediately refunded to you
and you can spend them as you wish in other skills. If you have
chosen this skill with Skill Synergy or a similar class feature or
feat, you may immediately reassign those choices to different
skills if this option would render those choices redundant.

OPERATIVES IN XA-OSORO

Operatives are a common sight in the Xa-Osoro System—
some might even say that they are the backbone of daily living
in the wake of the Regicide. Where envoys often represent
the faces of the system’s various corporations and factions,
operatives often represent their heart, because how an
organization handles and employees its operatives is telling
of their overall goals and methodologies. ‘Operative’ is an
intentionally lose term in Xa-Osoro, and as a result operatives
serve a myriad of functions for their employers. One operative
might be tasked with infiltration, another espionage, and
another counter intelligence. While larger corporations prefer
to keep their own staff of operatives at hand for corporation
missions and duties, smaller ones often hire operatives as
freelance agents or mercenaries, paying them for a short while
before the company and the operative part ways.

Exact rosters of which corporations and factions employ
operatives aren’t easy to ascertain—by the very nature of their
work, there is little advantage in a company’s rivals knowing
precisely how many operatives they have on the payroll, so this
knowledge is often a well-kept secret and usually subject to a
certain level of professional and legal exaggeration. Some wealthy
corporations have even been known to hide payrolls for supposed
operatives deep in their financial reports, only for it later to surface
that the company wasn’t actually employing any operatives at all.

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 ContentYou 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,




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 ContentYou 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 ContentYou 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 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.

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.

System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax
and Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.

Starfinder Roleplaying Game Core Rulebook. © 2017, Paizo Inc.; Authors:
Alexander Augunas, Logan Bonner, Jason Bulmahn, Thurston Hillman, Amanda
Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-MacFarland,
Amber E. Scott, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, based on
material by Jonathan Tweet, Monte Cook, and Skip Williams.
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