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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

Star Log.EM-011
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Accessing Archives
Query: Arcane Artillerists
Hello, and thank you for purchasing Star log.em011: arcane 
artilleriStS! Like so many others in the Star Log.EM series, the 
arcane artillerist archetype is a futuristic update on a legacy 
prestige class from the Pathfinder rolePlaying game. Originally 
based on the arcane archer prestige class, one might wonder 
how we made the jump from “archer” to “artillerist,” and why 
we chose to do that instead of making space bows. While we 
could have easily done so (and really, making cool space bows 
that fire arrows of energy at foes is sweet), when we base a 
Starfinder archetype on a legacy class option, our primary goal 
has always been to take that class option and make it a little 
more accessible. That’s always been the goal of the series, 
whether we’re making it so anyone can death attack or that 
anyone can combine spells from any two classes. To this end, 
keeping the arcane archer an archer didn’t really fit our idea of 
what a Starfinder archetype should be. Along those same lines, 
we think it’s way cooler to have characters with similar options 
that express their abilities with different gear and equipment. 

If Everyman Gaming ends up making space bows in the 
future, you can bet that we’ll make sure that they’re compatible 
with this archetype. And if we don’t (or someone else beats us 
to it), then they’ll still likely be compatible with this archetype 
because we chose to make this option broadly available to 
multiple characters, which means you might not need to wait 
until your next campaign to try out the goodies in this book!



04

ARCANE ARTILLERIST
ARCHETYPE
Although somewhat antiquated in certain parts of the galaxy, 
magic’s utility and raw power cannot be denied, and so as 
long as magic has existed, there have been those who turn to 
magic as a means of supplementing or enhancing their skills. 
The tradition of arcane artillerists is no exception. Originally 
conceived millennia ago by elves seeking to bolster their 
archery with the arcane arts, word of these “arcane archers” 
spread quickly and their secrets were ultimately passed onto 
virtually every other race imaginable. Even after their now-
archaic weapons fell out of practicability, the secrets of the 
arcane archers of old continued, resulting in their current 
incarnation: arcane artillerists.

Although the weapons they wield have changed much 
throughout the years, the effects of their magic-enhanced 
traditions have not. Arcane artillerists are masters of ranged 
combat, as they possess the ability to harness magic to strike 
foes with uncanny accuracy and form. Ammunition fired by 
arcane artillerists fly at weird and uncanny angles to strike 
foes from around corners, and can even pass through walls 
and other solid barriers. In the Xa-Osoro System, arcane 
artillerists are coveted by mercenary groups for their ability 
to fell foes from without ever even moving in to engage them, 
making even the most skilled soldier ever wary for trouble. 

ALTERNATE CLASS FEATURES
The arcane artillerist grants alternate class features at 4th, 
6th, 9th, and 18th level. 

Artillerist’s Seal (Su); 4th Level
You create a unique weapon fusion seal that you can charge 
with one weapon fusion of your choice from the following 
list: called, dispelling, glamered, illuminating, merciful, or 
seeking. Your artillerist’s seal doesn’t function for anyone 
other than you, and you can change which weapon fusions 
are placed within your artillerist’s seal after taking an 8-hour 
rest. Alternatively, you can change them whenever you take 
a 10-minute rest to regain Stamina Points by spending 1 
additional Resolve Point (1 Resolve Point to regain Stamina 
Points, and a second to change your artillerist’s seal attached 
weapon fusions). If lost or destroyed, you can replace this seal 
by crafting a new one (cause the old seal to become inert). 
Crafting a new artillerist’s seal takes 24 hours and costs 20 
credits × your character level. If a weapon fusion has a daily 
use limitation (such as with blasting), any uses of that weapon 
fusion that are affixed to your artillerist’s seal count towards 
your daily uses of this fusion. (For instance, you cannot affix 
blasting to this seal, rest, and then change your seal fusion back 
to blasting to reuse it.)

Enhanced Artillerist’s Seal 
(Su); 6th Level
You add the following weapon fusions to the list of weapon 

fusions that you can add to your artillerist’s seal: blasting, ghost 
killer, hybridized, spellthrower, torrent (see below), or trailblazer. 
In addition, any weapon that is affixed with your artillerist’s 
seal gains the durable fusion for free, as if it were a Level 0 
fusion. Finally, you can place up to two weapon fusions onto 
your artillerists seal, but their combined level cannot exceed 
half of your level.

Master Artillerist’s Seal (Su); 
9th Level
You add the following weapon fusions to the list of weapon 
fusions that you can add to your artillerist’s seal: anarchic, 
axiomatic, corrosive, flaming, frost, holy, imbued (see below), 
phasing (see below), shocking, thundering, or unholy. In addition, 
you can spend 2 Resolve Points as a move action to change 
which weapon fusions are placed within your artillerist’s seal. 
You can also spend 1 Resolve Point in order to regain the daily 
use of any weapon fusions that you have previously affixed 
to your artillerist’s seal and used, allowing you to use that 
weapon fusion multiple times. 

Grand Master Artillerist’s 
Seal (Su); 18th Level
You greatly expand your artillerist’s seal ability to store 
your artillerist weapon fusions. You can place any number of 
weapon fusions onto your artillerist’s seal, but their combined 
level cannot exceed your level.

NEW WEAPON FUSION
Although the following weapon fusions were discovered by 
arcane artillerists and are commonly used by them, any character 
with the appropriate ranks in Engineering can craft these weapon 
fusions for their weapons or affix them to seals, and they can be 
purchased nearly anywhere that skilled craftspeople flourish.

Imbued LeveL 9
The imbued fusion allows a spellcaster to place an area spell 
upon a piece of ammunition loaded within the affected 
weapon, including a charge from a battery or a use of petrol 
for a flamethrower, once per day as a full action. When a single 
attack is made with the ammunition as a full action, the spell’s 
area is centered where the attack strikes, even if the spell 
could normally be centered only on the caster. This ability the 
spell to use the weapon’s range rather than the spell’s range. 
Only spells with a casting time of a standard action or less can 
be imbued in this manner, and the projectile is fired as part of 
this action. (This can be an attack to hit a creature, or an attack 
to hit a grid intersection, as if you were throwing a grenade.) 
This attack takes a –4 penalty to its attack roll. If the attack 
misses or the ammunition isn’t fired by the end of the round, 
the spell is wasted. Only ranged weapons that don’t have the 
explode or line weapon special property can benefit from 
the imbued fusion. Weapons that don’t require attack rolls to 
affect their targets also can’t benefit from the imbued fusion.
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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, 

PhasIng LeveL 9
The phasing fusion allows a weapon to make a single attack 
that ignores all physical, nonmagical barriers (other than 
armor) once per day as a full action. This negates all cover and 
concealment modifiers, and you can choose whether the attack 
resolves against the target’s KAC or EAC. Magical barriers, 
such as a wall of fire or wall of force spell, automatically stops 
the weapon’s attack. Only ranged weapons that don’t have the 
automatic, explode, or line weapon special property can benefit 
from the phasing fusion. Weapons that don’t require attack rolls 
to affect their targets also can’t benefit from the phasing fusion.

TorrenT LeveL 2
The torrent fusion allows a weapon to make a single attack in 
automatic mode (see the automatic weapon special property 
in the weapons section of Chapter 7 in Starfinder rolePlaying 
game: core rulebook) once per day as a full action. This attack 
has a range equal to half the weapon’s range increment. Only 
ranged weapons that don’t have the automatic, explode, line, 
or thrown weapon special property can benefit from the 
torrent fusion. Weapons that don’t require attack rolls to 
affect their targets also can’t benefit from the torrent fusion.

Arcane Artillerists in Xa-
Osoro 
The military art of combining magic with warfare is old in 
Xa-Osoro, dating back to the Radiant Imperium’s conquest of 
Azan long before the Regicide. In those days, it was common 
for archers skilled in the ways of magic to infuse their arrows 
with spells, firing devastating bursts of magic behind enemy 
lines to surprise their spellcasting troops. Although deployment 
and training of these “arcane archers” eventually faded, their 
martial techniques did not. As technology improved, arcane 
archers came to rely on long arms and heavy weapons rather 
than flimsy bows, preferring precision over tradition.

Today, arcane artillerists can be found among virtually all 
traditions and walks of life, from cunning operatives who use their 
unique fusion seals when their cover is blown, to mighty soldiers 
who rely on them to overwhelm foes with magically-enhanced 
weaponry, to skilled technomancers who see the skills of an 
arcane artillerist as just another means of magically enhancing the 
technology that comprises their firearms. Most arcane artillerists 
have their beginnings among the scholars of the Arcana Lavos, 
researching state-of-the-art methods for enhancing weapons 
of war and the proper usage of those weapons. Unaffiliated 
arcane artillerists exist, however, some self-taught and others 
trained as elite military personnel. Plenty of stories exist of 
arcane artillerists who leave their personal seals to young family 
members, only for those youths to take on their family member’s 
mantle and carry the seal into combat with them.

In the Xa-Osoro System, arcane artillterists are most 
commonly found on Tor, where they tirelessly work to 
understand the secrets of weapon fusions and develop new ones 
in hopes of deterring (or perhaps revolutionizing) warfare.
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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.
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