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Asout 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: DRAGON DISCIPLE
Hello, and thank you for purchasing Smr Loc.EMO25: Draon
Discieie! Dragons have had a peculiar relationship with mortals for
as long as stories have been shared between the two, often resulting
in those gifted with the blood of dragons coursing through their
veins. Exactly how mortals become so-called dragon disciples
varies greatly; some gain their powers as a result of an encounter
that one of their ancestors had with a particularly perverse dragon,
while others gain these abilities through study, experimentation,
or even as the result of a genetic mutation caused by overexposure
to draconic magic. Regardless of cause, the end result is the
same—dragon disciples possess many of the physical powers
and abilities of their true-blooded kin, their bodies fortified by
draconic tenacity and ferocity. Which powers manifest, however,
depend largely on the individual—two dragon disciples of the
same dragon septs can ultimately manifest vastly different abilities.
Dragon disciples can be found anywhere dragons dwell,
but in the Xa-Osoro system they tend to be most common
on Eozzata-Ozari, specifically on magically-enriched Ozari,
because the Lovers possess the highest dragon populations in
the system. On Ozari, traditions of devoted dragon disciples
going back hundreds of generations exist, although in the
aftermath of the Nova Age the majority of the records and
rites of these famed dragon cults have vanished. The Dragon
Cults of Ozari now work closely with the Reclamation in an
attempt to rediscover their missing heritage.



DRAGON DISCIPLE ARCHETYPE

Dragons are eternally a source of wonder and amazement,
even in the far-flung future. Their mythos captivates the
young and old alike, and all quiver before the primal power
of these mighty beings. The influence of dragons is far-
reaching, sometimes so much so that certain humanoids
happen upon the ability to harness the might of dragons
for themselves. Known as dragon disciples, theirs is less of
a tradition and more of a state of being—the legacy of a
draconic ancestor is their birthright, a power they harness as
simply as others breathe.

In the ancient past, the presence of dragon blood in a
humanoid’s veins was the most common way that dragon
disciples came into being—an understandably rare trait
when one considers that few dragons are willing to stoop
so low as to consort with “lesser beings.” Yet in the present,
the road to becoming a dragon disciple is just several quick
sessions of genetic therapy or organ implementation away.
Many who experiment with biotech augmentations related
to dragons, such as dragon glands, find their bodies changed
on a molecular level by the augmentation, and sometimes
become dragon disciples as a result. Dragons sometimes
fund such experimentations themselves, eager for an army of
draconicly augmented soldiers and operatives perfectly suited
for carrying out tasks that are beneath a true dragon.

Special:You cannot add this archetype to a class if you are
a dragon with a dragon template graft or a construct. If you
gain levels in any class that possess the bloodline class feature
or a similar heritage-related class feature (not just the added
class), you must choose a dragon themed option.

ALTERNATE CLASS FEATURES

The dragon disciple grants alternate class features at

DRACONIC FORM (SU); 2ND-LEVEL

Choose one dragon template graft, such as those found in
the dragon section of Starfinder Alien Archive. Once chosen,
this cannot be changed. Whether by right of birth, genetic
engineering, or something stranger, you possess the blood of
the type of dragon associated with your graft. Once per day,
you can manifest your draconic form as a swift action—when
doing so, you take on physical traits associated with dragons,
though your body’s general shape remains the same. Scales
erupt from your skin, your spine elongates into a draconic
tail, your hands and feet become clawed, your face extends
into a draconic snout filled with razor sharp teeth, and so
on. While manifesting this form, you gain the benefits of any
draconic manifestations you possess (see below). You learn
one draconic manifestation when you gain this ability, and
may learn additional manifestations by taking the Expanded
Draconic Form feat (see below). Once manifested, you
remain in your draconic form for a number of rounds equal
to your key ability score + 1/2 your level. Returning to your

true form is a swift action.

Possessing this alternate class feature allows you to gain the
Expanded Draconic Form feat (see below) as an alternate class
feature at 4th, 9th, 12th, and 18th levels, as if the bonus feat
were granted by this archetype.

RESOLUTE MANIFESTATION (SU);
6TH LEVEL

Whenever you have already used your daily use of a draconic
form alternate class feature, you can spend 1 Resolve Point to
use it again without having to rest first.

NEW FEAT

The following feat complements the dragon disciple archetype.

EXPANDED DRACONIC FORM
You gain additional powers and abilities when assuming your
draconic form.

Prerequisites: Draconic form alternate class feature,
character level 2nd.

Benefit: of the
manifestations listed below. You must meet the manifestation’s

Choose one expanded  draconic
prerequisite. Whenever you use your draconic form alternate
class feature, you gain the chosen manifestation in addition
to the usual benefits granted by your draconic form. Unless
noted otherwise, these benefits last for the duration of your
draconic form ability.

Special: If you’ve added the dragon disciple archetype to
your class, you can gain this feat as an alternate class feature at

6th, 9th, 12th, and 18th levels.

DRACONIC MANIFESTATIONS

The following abilities represent additional powers that you
can gain when assuming your draconic form (see the dragon
disciple archetype). To access these manifestations, you must
gain the Expanded Draconic Form feat. You must meet the
manifestation’s prerequisites. Draconic manifestations are
organized by the minimum level in the added class that is
needed to learn them. For instance, if you add the dragon
disciple archetype to the mystic class, you must be a 2nd-level
mystic before you can learn any of the 2nd-level manifestations.
If a draconic manifestation allows a saving throw, the DC is
equal to 10 + 1/2 your character level + your ability score
modifier in the added class’s key ability score.

2ND-LEVEL
You must be at least 2nd-level to learn the following draconic
manifestations.

Breath Weapon (Su): You gain the ability to unleash
a powerful breath weapon while your draconic form is
manifested. The size, shape, and damage type of your breath
weapon is determined by your chosen dragon template graft,
using half your level as your CR. For example, if you chose
the blue dragon graft, your breath weapon would be a line of
electricity damage that was 30 feet long + 10 feet per 4 CR.



Your breath weapon deals 1d6 points of damage, increasing
to 2d6 damage at 10th level, 3d6 damage at 15th level, and
4d6 damage at 20th level. At 3rd level, you add 1-1/2 X your
level to the damage done. A successful Reflex save reduces the
damage by half. You can’t use this ability again until you have
taken a 10-minute rest to recover Stamina Points.

Blindsense (Ex): You gain blindsense (vibration) 30 feet
while your draconic form is manifested.

Change Shape (Su): Once per day, you can assume the
appearance of a single specific dragonkin whose age and sex
matches your own, and whose appearance resembles that of
your chosen dragon template. You always take this specific form
when using this ability. You gain a +10 racial bonus to Disguise
checks to appear as a dragonkin, your size changes to Large, and
you reach changes to 10 feet. This ability otherwise functions
as per disquise self and lasts indefinitely. Changing shape and
returning to your true form is a standard action.

Draconic Eyes (Ex): You gain darkvision 60 feet while
your draconic form is manifested. If you already possess
darkvision, this manifestation increases the range of your
existing darkvision by 60 feet instead.

Draconic Resistances (Ex): Whenever your draconic form
is manifested, you gain a +2 racial bonus to saving throws against
paralysis and sleep effect, as well as resistance equal to half your
character level against any one type of energy that your chosen
dragon template graft grants resistance or immunity against. If
your draconic form doesn’t grant any resistances or immunities,
you may choose one energy type to gain when you first learn this
manifestation. Once chosen, this cannot be changed.

Flight (Ex): You gain an extraordinary flight speed of 30
feet with average maneuverability while your draconic form
is manifested. Until 5th level, you must end your movement
on the ground at the end of each turn or fall.

Natural Weapons (Ex):You're always considered armed
while your draconic form is manifested. You can deal 1d3
lethal damage with unarmed strikes and the attack doesn’t
count as archaic. You gain a unique weapon specialization
with your natural weapons at 3rd level, allowing you to add
1-1/2 X your character level to your damage rolls for your
natural weapons (instead of just adding your character level,
as usual). If you gain a unique weapon specialization with your
natural weapons from another ability (such as a vesk’s natural
weapons racial trait), you instead gain a +1 insight bonus on
attacks made with your natural weapons.

Scaled Body (Ex): You gain a +1 insight bonus to AC
while your draconic form is manifested.

STH-LEVEL
You must be at least 9th-level to learn the following draconic
manifestations.

Draconic Movement:You gain one movement speed type
from the following list that your chosen dragon template graft
possesses while your draconic form is manifested: burrow,
climb, or swim. Your speed for this movement type is equal to

30 feet. If your chosen dragon template graft possesses multiple
movement speed types, you must choose one movement type
to gain each time you manifest your draconic form. If your
template graft does not possess a burrow speed, a climb speed,
or a swim speed, you cannot learn this manifestation.

Draconic Resiliency (Su):You gain DR 10/magic while
your draconic form is manifested. This damage reduction can
prevent a total amount of damage equal to twice your character
level. Once this amount of damage has been prevented, your
damage reduction stops functioning until you have taken a
10-minute rest to recover Stamina Points. You must have the
scaled body manifestation to learn this manifestation.

Icewalking (Ex): You gain the icewalking extraordinary
ability while your draconic form is manifested, as detailed in your
chosen dragon template graft. If your template graft does not
possess the icewalking ability, you cannot learn this manifestation.

Improved Draconic Resistances (Ex): Whenever
your draconic form is manifested, you are immune to sleep
effects. In addition, when you fail a saving throw against an
effect that causes the asleep or paralyzed condition or that
has a descriptor that matches your chosen dragon template’s
resistance (acid, cold, fire, and so on), you can spend 2
Resolve Points as a reaction to gain immunity to that effect
until the end of your turn, after which the effect resumes for
its normal duration (instantaneous effects end normally and
do not continue to affect you, however).

You must have the draconic resistances manifestation to
learn this manifestation.

Sense Through (Ex):You gain the sense through universal
creature rule while your draconic form is manifested, as
described in Appendix 4 of STARFINDER ALIEN ARcHIVE. You can sense
through the same obstacle or obstacles described by your chosen
dragon template graft. If your template graft does not possess
the sense through ability, you cannot learn this manifestation.

Spell Resistance (Su): You gain spell resistance equal
to 6 + your level while your draconic form is manifested.
You choose whether or not to gain this spell resistance each
time you manifest your draconic form, and you can active or
suppress your spell resistance as a standard action.

Sound Imitation (Ex): You gain the sound imitation
extraordinary ability while your draconic form is manifested,
as detailed in your chosen dragon template graft. If your
template graft does not possess the sound imitation ability,
you cannot learn this manifestation.

Swamp Stride (Ex): You gain the swamp stride
extraordinary ability while your draconic form is manifested,
as detailed in your chosen dragon template graft. If your
template graft does not possess the swamp stride ability, you
cannot learn this manifestation.

Woodland Stride (Ex): You gain the woodland stride
extraordinary ability while your draconic form is manifested,
as detailed in your chosen dragon template graft. If your
template graft does not possess the woodland stride ability,
you cannot learn this manifestation.




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/orYou 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
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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 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 ifYou 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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