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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 out a full listing 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.  

Skittermander Options

02



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-027 Accessing Archives
Query: Skittermander Options
Hello, and thank you for purchasing Star log.em027: 
Skittermander optionS! As a race, the skittermanders (Starfinder 
alien archive) are relatively new to the Xa-Osoro system, having 
only arrived within the last three decades after the current 
Radiant Emperor deeded control over one of Ulo’s minor 
moons, now called Vesk-71, to the Vesk empire as a sign of peace. 
Legions of skittermanders accompanied their vesk “overlords” 
to the Xa-Osoro system, but soon wandered off into the system 
at large in search of excitement to find and people to help, as 
their species often does. After several decades of settling on 
alien worlds and immigration, skittermanders are often seen in 
most major centers of civilization across the Radiant Imperium.

To date, there have been several notable skittermanders 
living in the Xa-Osoro system. Among the most famous is 
a quizzically famous skittermander operative and spy by the 
name of Jzonno Lunox, an icon known for her daring stunts 
and incredible fashion sense. Like most skittermanders, 
Jzonno is obsessed with helping—unfortunately for the 
officials of the Radiant Imperium’s intelligence departments, 
the person she is most interested in helping is herself. Cunning 
beyond measure and possessing all of the resources of Mine, 
a deoxyian world ship that Jzonno stole and refitted for her 
means. Using deoxyian technology, the rogue skittermander 
has stolen countless artifacts and oddities across the Xa-Osoro 
system, utilizing a variety of tools like tractor beams, shrink 
rays, and more to add the strange and priceless to her ever-
growing collection. Within the past year, several of Jzonno’s 
more outlandish heists included stealing the Lady of Diamonds, 
a luxury star cruiser, and her several thousand passengers, and 
the heirship of Prince Bafizan III, first in line to the catfolk 
throne of the constitutional monarchy of the city of Provastosia 
on Bantosian. Witnesses claim that Jzonno accomplished the 
former by using a shrink ray to reduce the Lady of Diamonds 
to the size of a toy car, shrinking its passengers along with 
it, and the latter by using an age-regressing serum to change 
Prince Bafizan from a proud paragon of catfolk royalty into 
a mewling toddler of two years of age. Curiously, the public 
at large is often conflicted regarding Jzonno Lunox’s motives 
and morality. While few question the vileness of taking over a 
thousand people hostage for her own purposes, Prince Bafizan 
was largely considered to be a strong man by the people of 
Provastosia, and his subsequent regression has allowed the far 
more even-tempered Queen Mafiza to ascend in his place. 
Many of Jzonno’s thefts have been more like the latter in 
recent months—blatant acts of selfishness with positive side 
effects. Rebels and freedom fighters alike have begun flooding 
Jzonno’s ranks recently, adding even more power and prestige 
to one of the Radiant Imperium’s most wanted and most 
dangerous adversaries.
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SKITTERMANDER PARAGON 
(ARCHETYPE)
Skittermander paragons represent the crux of their people—a 
being with boundless energy and enthusiasm for fun, exploration, 
and helping others. They seek to hone themselves to the 
pinnacle of skittermander kind, all the while seeing new sights 
and meeting new friends to assist and support. Skittermander 
paragons are excitable and energetic even by skittermander 
standards, able to tap into their hyperactive natures long 
after their brethren have tuckered out. The extent to which a 
skittermander paragon embraces the values and virtues of their 
people varies from individual to individual—while all display 
boundless energy, some further delve into secret tricks and 
quirks that skittermanders have spent generations honing and 
perfecting, while others simply don’t. Skittermanders hold few 
expectations of their paragons, instead urging them to do what 
feels right and natural to them and them alone.

Special: You must have the skittermander subtype to select 
the skittermander paragon archetype.

ALTERNATE CLASS FEATURES

The skittermander paragon grants alternate class features at 
2nd level.

Hyperactivity; 2nd Level

You have more energy than most skittermanders. Whenever you 
spend 1 Resolve Point to take a 10-minute rest to regain Stamina 
Points, you also regain your daily use of your hyper racial trait. 

In addition, you can gain any feat that lists the skittermander 
subtype as a prerequisite as a replacement class feature at 4th, 
6th, 12th, 0r 18th level, as if the bonus feat were granted by 
this archetype.

SKITTERMANDER FEATS
The following feats are available to all skittermander 
characters who meet their prerequisites.

Boundless Energy

You quickly bounce back from bouts of hyperacticity.
Prerequisites: Skittermander subtype, hyperactivity 

alternate class feature, character level 5.
Benefit: You regain your daily use of your hyper racial trait 

whenever you take a 10-minute rest, even if you don’t spend 
any Resolve Points to regain Stamina Points.

Helpful Hand

Your desire to help others allows you to do so with greater 
efficiency than most.

Prerequisite: Skittermander subtype.
Benefit: Whenever you use the aid another, covering 

fire, or harrying fire actions, the bonus you provide to your 
target increases by +1. This doesn’t stack with other effects 
that improve the bonus that you grant with these actions. 
You can spend 1 Resolve Point when you use the aid another, 

covering fire, or harrying fire action to grant your target the 
appropriate bonus until the end of their next turn.

Normal: The bonuses provided by the aid another, covering 
fire, and harrying fire actions apply only on the first attack roll 
or skill check that you make (or that is made against you, in 
the case of covering fire).

Hyperactive Leap

Your energized body allows you to jump with ease.
Prerequisites: Skittermander subtype, hyper racial trait.
Benefit: Add Athletics to your list of class skills; if Athletics 

is already a class skill for you, gain a +1 bonus on Acrobatics 
checks instead. In addition, you always count as having a 
running start whenever you make Athletics checks to jump, 
and the DC for your vertical jumps is equal to the number of 
feet you are attempting to jump vertically.

In addition, whenever you use your hyper racial trait, you 
gain an extraordinary fly speed equal to your base speed for 
that move action only. When using this fly speed, you must 
end your movement on the ground at the end of this extra 
move action or fall.

Normal: The DC for Athletics checks to jump vertically is 
equal to four times the number of feat you are attempting to 
jump vertically.

Limitless Leaper

Your have a limitless capacity for jumping.
Prerequisites: Hyperactive Leap, skittermander subtype, 

hyper racial trait.
Benefit: You gain an extraordinary fly speed equal to your 

base speed, as described by the Hyperactive Leap feat, constantly 
(rather than just when you use your hyper racial trait).

Mania

You quickly go mad with cheer and delight.
Prerequisites: Skittermander subtype, hyper racial trait.
Benefit: Whenever you gain a morale bonus, you can 

use your hyper racial trait as a reaction, allowing you to 
immediately take an extra move action. You can forgo the 
extra move action when you use your hyper racial trait in this 
manner to instead increase the morale bonus that you gain by 
+1 until the end of your next turn.

Reflexive Assistance

When you receive assistance, you immediately return the favor.
Prerequisites: Helpful Hand, skittermander subtype.
Benefit: Whenever an ally grants uses the aid another, 

covering fire, or harrying fire action or uses a class ability, 
feat, or similar effect to provide you with benefits similar to 
one of these actions, you can attempt the same type of action 
to assist that ally as a reaction. This ability cannot allow you 
to use class abilities, feats, or other effects that provide the 
benefits of these actions, and it does not allow you to ignore 
the usual limitations of such actions. For example, if you have 
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Larva-DrooL Tissue sysTem Torso

This somewhat gross biotech augmentation reactivates 
dormant larval mucus glands within your torso and installing 
semi-permeable skin that you can control using your own 
nervous system, effectively allowing you to secret your 
larval stage’s numbing mucus onto enemies in close contact. 
Whenever you successfully renew a grapple, you can secrete 
this mucus onto the grappled opponent as a swift action. The 
opponent must succeed on a Fortitude save (DC 10 + 1/2 
your level + your Constitution modifier) or be forced to roll 
twice and use the worse result on attack rolls and skill checks 
made to attack you or escape the grapple as their limbs numb. 
This penalty is a poison effect and lasts until the end of your 
next turn. You’re immune to the effects of your own mucus.

This biotech augmentation can only be installed into a 
character with the grappler racial trait and the skittermander 
subtype. You don’t benefit from larva-drool tissue unless 
you’re shirtless or wearing custom clothing and armor 
designed to allow the mucus to seep through into your 
opponent. After using this augmentation, you must either 
take a 10-minute rest to regain Stamina Points or spend 2 
Resolve Points after successfully grappling an opponent or 
renewing a grapple to use it again.

New Cybernetics Augmentations

The following cybernetics augmentation enhances the 
wearer’s ability to help others.

Nurse’s eyes sysTem eyes

Rather than replacing your eyes, this cybernetics augmentation 
installs a thin, computerized set of contact lenses directly 
onto your eyes. You control the nurse’s eyes’ UI using your 
eyes’ natural muscle movements and with voice commands. 
This augmentation is outfitted with weak infrared and x-ray 
sensors that provide the following benefits. 
 » You gain blindsense (life) out to 10 feet. 
 » You gain the ability to automatically identify any biological 

anomalies within a living creature that you successfully 
identify using the Life Science skill. This includes, but isn’t 
limited to all organs and tissues that are: broken, bruised 
or bleeding, damaged, dislocated, failing, sore, or swollen.

 » You automatically know when a living creature within 10 
feet is infected with a disease, parasite, or poison, and can 
attempt a Medicine check to identify the infecting agent 
(DC 15 + the disease, parasite, or poison’s Fortitude DC).

the Suppressive Fire feat, you can’t use Reflexive Assistance 
to use Suppressive Fire as a reaction when an provides you 
with covering fire because the Suppressive Fire feat isn’t the 
aid another, covering fire, or harrying fire action. However, if 
an ally used the Suppressive Fire feat to provide you with the 
benefits of covering fire, you could use Reflexive Assistance 
because Suppressive Fire provides the benefits of covering fire.

Skitterspider

Your six hands give you an uncanny grip when climbing.
Prerequisites: Climbing Master, Athletics 5 ranks, 

skittermander subtype, six arms racial trait.
Benefit: You can use your climb speed from the Climbing 

Master feat to climb vertical surfaces and traverse ceilings 
without needing to make an Athletics check (even upside 
down), as described by the spider climb spell. You cannot use 
the run action while climbing upside down, but may otherwise 
do so while climbing.

Skittermander Suplex (Combat)

You use your six arms to lift an opponent into the air and 
forcibly slam them into the ground.

Prerequisites: Improved Maneuver (grapple), 
skittermander subtype, grappler racial trait.

Benefit: Whenever you successfully renew a grapple 
against a creature that you were grappling at the start of your 
turn, dealing damage to the grappled opponent as if you had 
hit them with an unarmed strike. You gain a circumstance 
bonus on this damage roll equal to the result of your grapple 
attempt – your opponent’s KAC – 8.

Skittermander Equipment
The following types of equipment were pioneered by 
skittermanders, but are usable by members of other races 
unless specifically noted otherwise.

New Biotech Augmentations

The following biotech augmentation takes advantage of 
skittermander biology to enhance their physical capabilities.

HiDeaway HaNDs sysTem arms

Hideaway hands are installed on sets of arms at a time, and 
both arms must be biologically parallel to be paired with this 
augmentation. For example, a kasatha could augment both 
of their upper arms or both of their lower arms with one 
installation of this augmentation, but not one upper arm and 
one lower arm. This augmentation allows you to retract the 
augmented arms into your body as a standard action, hiding 
them from view. While retracted, you can’t use those arms 
for any purpose, including wielding items, but you gain a 
+5 circumstance bonus to Disguise checks to change your 
appearance to that of a creature with the number of arms you 
currently have visible. Extending a pair of retracted arms is a 
standard action.

Table: New Augmentations
Name Level Price System

Biotech
Hideaway hands 1 100 Arms
Larva-drool tissue 4 2,200 Torso

Cybernetics
Nurse’s eyes 10 16,800 Eyes
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Now Available

Enhance your Science-Fantasy like only 
Everyman Gaming knows how with the 

Star Log.EM series! Each week, we 
present a new Star Log.EM product that 
covers a specific Starfinder niche. From 
mechanic tricks to wondrous equipment 
to fantastic magical powers, Everyman 

Gaming’s got what you need!

http://www.everymangaming.com/starfarer’s-companion

Updating proven fantasy races and 
classes to  Starfinder, the Starfarer’s 
Companion features legacy content (such 
as six legacy classes and over a dozen 

legacy races) as well as all-new 
content including new feats, spells, 

starships, computers, and more!

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 heros; 

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 heros, 

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, including 

as an indication as to compatibility, except as expressly licensed in another, independent 
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provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

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

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; 

Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary 

Gygax and Dave Arneson.

Starfinder Alien Archive © 2017, Paizo Inc.; Authors: John Compton, Adam 

Daigle, Crystal Frasier, Amanda Hamon Kunz, Jason Keeley, Jon Keith, Steve Kenson, 

Isabelle Lee, Lyz Liddell, Robert G. McCreary, Mark Moreland, Joe Pasini, F. Wesley 

Schneider, Owen K.C. Stephens, James L. Sutter, and Josh Vogt.

Starfinder Core Rulebook. © 2017, Paizo Inc.; Authors: Logan Bonner, Jason 

Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-

MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with Alexander 

Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa Guillet, 

Thurston Hillman, Erik Mona, Mark Moreland, Jessica Price, F. Wesley Schneider, 

Amber E. Scott, and Josh Vogt.

Star Log.EM-027: Skittermander Options © 2018, Everyman Gaming LLC; 

Authors: Alexander Augunas.

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 of 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 
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