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Asout EvErymaN GAamING, 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 LOG.EM

Access granted. Welcome to St Loc.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: LOREMASTER

Hello, and thank you for purchasing Smr LoG.EMOI2:
Loremaster! In the cyber-magic future, the demand for data
is even greater then it was in the distant past, making the
profession of loremaster a highly desirable one—even to those
normally less then skilled at intellectual pursuits. Operatives
and soldiers who become loremasters often serve various
organizations as intel specialists, while mechanics and envoys
who become loremasters often dabble in various educational
pursuits to enhance their own understanding of their craft—
for example, a loremaster mechanic might use Life Science to
assist in bionic engineering, while an envoy might use these
knowledges to stay one step ahead of competitors seeking to
use jargon as part of their deceptive tactics. As it turns out,
knowing things is seldom a weakness.

Characters who aren’t professionally-trained warriors
often make outstanding soldiers, as a keen mind with a firm
understanding of an opponent’s strengths and weaknesses is
likely to seize the upper hand with this knowledge, employing
outstanding tactics to make informed judgment calls that
ultimately make their attacks far more effective then they would
have otherwise been. Few deny the sheer tactical advantage that
comes in simply knowing what your enemy is, and how they’ll
likely engage you after all. What’s more, loremasters often pick
up tips and tricks that other characters in their profession never
thought to study, giving them even more of an advantage.



LOREMASTER

In the cyber-magic age, knowledge is the greatest treasure,
a self-perpetuating commodity that expands as star systems
connect, civilizations grow, and galaxies are charted. Through
such endeavors, mortal understanding of the Material Plane
grows, and with that understanding comes a better mastery
of the Material Plane that enables innovation and invention
alike. Although information is largely free to all who seek it,
individuals exist who wish to cultivate and master lore as much
as possible. Far more than a scientist or scholar of a single
field of study, these are loremasters—seekers of knowledge
and pursuers of the answers to life’s greatest questions. In
ages long past, the title of loremaster was a prestigious one,
given only to those able to divine answers for themselves using
magic. Now, however, the advent of planetary infosphere has
allowed anyone to ‘divine’ answers to whatever questions they
have, making the ways of the loremaster far more accessible.
However, ultimately it is the duty of a loremaster to seek
out new information rather than languish among archives of
information long-since discovered. As a result, loremasters
often take to a life of adventure, joining with other heroes as
a means to see sights and enjoy new discoveries, content with

any and all knowledge that they pick up along the way.
ALTERNATE CLASS FEATURES

The loremaster grants alternate class features at 2nd, 4th, 6th,

12th, and 18th level.

LOREMASTER'S NAMESAKE
2ND LEVEL

You gain a +1 enhancement bonus on all skill checks made

(EX);

to recall knowledge or identify creatures, and you can make
these checks untrained. In addition, if any of the following
skills aren’t class skills for you, add them to your list of class
skills: Culture, Engineering, Life Science, Mysticism, Physical
Science, and Profession.

LOREMASTER'S SECRET (EX); UTH,
12TH, AND18TH LEVEL

You learn a hidden secret at 4th, 12th, and 18th level. This
secret takes the form of a bonus feat, except you cannot choose
a feat that has any prerequisites other than a minimum ability
score requirement or skill ranks as your secret. For example,
you could choose Minor Psychic Power (which only has ‘Cha
11’ as a prerequisite) or Mobility (which only has ‘Dex 13’ as
a prerequisite), but you could not choose Improved Combat
Maneuver (which has ‘base attack bonus +1” as a prerequisite)
or Major Psychic Power (which has ‘Cha 15, Minor Psychic
Power, Psychic Power, and character level 7th as a prerequisite).
You must meet the feat’s prerequisites, if any.

SAW IT ONCE (EX); 6TH LEVEL

You can use hidden lore and forgotten secrets to adjust your
abilities to match specific challenges. Choose three options

from the following list: any Ist-level connection power, any
2nd-level envoy improvisations, any 2nd-level mechanic tricks,
any 2nd-level operative exploits, any 2nd-level magic hack, any
2nd-level stellar revelation, or any combat feat (except Adaptive
Fighting). You cannot select a class feature or feat that you have
or whose prerequisites you do not meet, and you cannot select
a class feature that interacts with a class feature you do not
have. For example, you cannot choose the countertech magic
hack if you do not have the spells class feature (and therefore
cannot sacrifice spell slots to use the magic hack).

As a move action, you can gain the benefit of one of these
class features or feats for 1 minute. After using this ability,
you cannot use it again until you take an 8-hour rest, or until
you take a 10-minute rest to regain Stamina Points. Each time
you gain a level, you can replace one of these three selected
class features or feats with a different feat or class feature that
meets the requirements listed above.

NEW FEATS
While the following feats compliment the loremaster

archetype, any character who meets their prerequisites can
select them.

CUNNING
You are exceptionally cunning and more skillful than your
contemporaries.

Benefit: For every character level you have (and whenever
you gain a new level), you gain 1 additional skill rank. In
addition, whenever you make a skill check with a trained
class skill that is associated with your class’s key ability score
modifier, you gain a +1 base bonus on your check. If you are
a multiclass character, choose one of your class’s key ability
scores to apply this benefit to. If your class’s key ability score
is Constitution, choose one of the other abilities listed in your
class’s key ability score entry to apply this benefit to instead.

RESOLUTE FIGHTING (COMBAT)
You can tap into your resolve to make use of your combat
flexibility more often.

Prerequisites: Adaptive Fighting, three or more other
combat feats.

Benefit: Whenever you have already used your daily use of
the Adaptive Fighting feat, you can spend 1 Resolve Point to
use it against without having to rest first. Spending a Resolve
Point in this way doesn’t require an action.

STUDIED AIM (COMBAT)
Identifying your foes enables you to exploit their weak points.

Prerequisites: Deadly Aim, Engineering 2 ranks, Life
Science 2 ranks, Mysticism 2 ranks.

Benefit: After successfully identifying a creature using
Engineering, Life Science, or Mysticism, you can treat your
ranks in the skill that you used to identify the creature as your
base attack bonus for the purpose of determining the amount



of additional damage that you deal with the Deadly Aim feat.
If the number of ranks that you possess in the skill and your
base attack bonus are both equal to your level, you increase
the additional damage that you deal when using Deadly Aim
against that creature by +2 instead.

This benefit lasts for as long as you remain engaged in
combat with the identified creature, and applies against all
creatures of the same kind as that creature (you don’t need
to successfully identify different creatures of the same kind
individually to receive this bonus against them).

LOREMASTERS IN XA-OSORO

In many ways, the loremasters of Xa-Osoro are like adventuring
librarians—always gathering what information they can and
cataloging anything new they discover for wider distribution
throughout the system. They’re often consulted in a variety of
topics ranging from warfare tactics to childhood development
and beyond, and most loremasters possess one or more
specialities that they study, some more specialized than others.

Although most loremasters hire themselves to specific
organizations or factions, nearly all belong to the Radiant
Inquirium, a league of sorts dedicated to the discovery and
spread of knowledge throughout the Radiant Imperium.
Members of the Radiant Inquirium range in their duties—
the Recordkeepers are tasked with organizing and dating
knowledge, the Verificators with fact checking and lore
maintenance, and the Loreseekers with the discovery and
penning of new information. As a result, most adventuring
loremasters tend to be Loreseekers, as their fieldwork is crucial
to the Radiant Inquirium’s ultimate goal of rediscovering as
much of the system’s missing history as possible while making
sure that current events likewise find their proper place in the
Radiant Inquirium’s history logs.

Of course, the Radiant Inquirium isn’t an organization without
its shadier side. Although not publicly recognized, most whisper
of fourth active faction, the Expungers. If one is to believe
the tales, the Expungers are tasked with censoring forbidden
knowledge both physically and digitally, often using a combination
of coercion, property destruction, and mind-erasing magic to
make sure that which should be forgotten, stays forgotten. The
list of conspiracy theories regarding the Expunger’s targets are
manifold, with the most persistent theory being that the entirety
of the Regicide’s effects on temporal recollection is a hoax, and
that the Expungers are hiding a terrible secret regarding what
actually transpired on the day when Xa collapsed into a black
hole. Of course, such claims are unprovable, as the Expungers
don’t actually exist. Formally, anyway.

Loremasters who don’t work directly for the Radiant
Inquirium often find themselves employed by factions and
organizations that value knowledge and learning, Among the
most common employers of loremasters are the mage-scholars
of the Arcana Lavos, who rely on loremasters heavily in their
quest to research and rediscover new applications of magic, as
well as Helix, a deoxyian giant in the race’s gene-trading industry.

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.
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