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DESIGNATION OIF PRODUCT IDENTITY
All company names, logos, and artwork, images, graphics, illustrations, trade dress, and
graphic design elements and proper names are designated as Product Identity. Any rules,
mechanics, illustrations, or other items previously designated as Open Game Content
elsewhere or which are in the public domain are not included in this declaration

DECLARATION OIF OPEN GAME CONTENT
All content not designated as Product Identity is declared Open Game Content as
described in Section 1(d) of the Open Game License Version 1.0a.

Compatibility with the STrrNDER RoLEPLAYING GAME requires the STARFINDER ROLEPLAYING
Ganme from Paizo Inc. See http://paizo.com/starfinder for more information on the
Starfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does
not endorse this product.

Starfinder is a registered trademark of Paizo Inc., and the StarrNDER RorepLaving Gane and
the StirrnDER RoLerLaving Gane Compatibility Logo are trademarks of Paizo Inc., and are
used under the Starfinder Roleplaying Game Compatibility License. See http://paizo.
com/ starfinder/ compatibility for more information on the compatibility license.
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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.



ACCESSING: STAR LOGS.EM...

Welcome to Smr Locs. 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

ACCESSING ARCHIVES

QUERY: JURY-RIGGING RULES

Hello, and thank you for purchasing Smr Loc.EMO036: Jury-
RicoNG Rutes! The art of jury-rigging—taking a broken down,
beat up piece of technology and fixing it up so it regains some
semblance of use—is practically an art form in the Xa-Osoro
System. Following the Regicide the Radiant Imperium, the
system’s primary governmental body, was severely crippled by
the destruction of the centralized government’s home world,
Azan. Without the government’s support and with Blood
Space-induced horrors creeping up across the system, many
corporations crashed and ultimately left the populace without
many of the technological devices that so many had become reliant
upon. In documents found after the end of the Nova Age, many
of those early survivors indicate that they believed themselves to
be apocalyptic survivors without many modern conveniences and
luxuries. Those guileful enough often turned to jury-rigging as a
means to keep themselves properly armed and equipped during
trying times, and as a result jury-rigging is a widely respected
skill in the modern Xa-Osoro System that is seen as a popular
craftsman’s hobby like knitting or scrap-booking. A popular
community of jury-riggers, known simply as the Rigger’s Guild,
even host events of all sizes and scales across the system, from
local small town competitions to massive interplanetary shows
that draw crowds of hundreds of people. Today, the most well-
known Rigger is Hasfelp Firecracker (N kobold mechanic 6), a
kobold who has attained something akin to an icon’s status after
winning the Rigger’s Grand Prix with his robotic scale polishing
device, which he improvised from a broken security droid, a roll
of dental floss, and two aluminum cans.




JURY-RIGGING RULES
When equipment is damaged and supplies or time for a fix
aren’t readily available, engineers need to improvise. The
following skill tasks can be used to quickly repair or makeshift
an item that you need when your equipment is damaged or
you’re running low on supplies.

JURY-RIG AN ITEM

You can use certain skills to jury-rig an item (including
computers and vehicles), allowing you to temporarily fix
a broken or destroyed item. The skill used to jury-rig each
type of item is listed below on Table 1: Jury-Rigging Skills. A
successful skill check allows you to ignore the item’s broken
condition or repair a destroyed item so it functions as if it had
the broken condition instead. This lasts for 10 minutes, plus
10 additional minutes for every 5 points by which the result
of your check exceeds the DC. This doesn’t allow the item to
ignore any damage it has taken, however; only the penalties
associated with using a broken item. If you fail, the item
retains the broken or destroyed condition. If you fail by 5 or
more, the item is destroyed and cannot be jury-rigged again.
Because of the inherent risk involved in jury-rigging an item,
you cannot take 20 on skill checks to jury-rig an item and skill
checks to jury-rig an item cannot be attempted untrained.

Jury-rigging an item takes 10 minutes of work. If you
attempt to jury-rig an item you crafted, you can do so in 5
minutes. Additionally, you can take a —5 penalty to your skill
check to jury-rig an item in 5 minutes, or 1 minute for an
item you crafted. You cannot jury-rig an item with an item
level that is greater than the total number of skill ranks that
you possess in the skill used to jury-rig that type of item. For
example, to jury-rig a suit of powered armor with an item
level of 5th, you must have at least 5 ranks in Engineering. You
cannot jury-rig an individual item more than once, though
you can try again if your initial attempt fails (so long as the
item isn’t destroyed). Each previous failure to jury-rig an item
since the last time it regained Hit Points increases the DC to
successfully jury-rig it by 5.

The DC to jury-rig an item is equal to 15 + 1-1/2 X the
item’s level. You cannot attempt to jury-rig an item that was
destroyed because it was expended as part of its use, such as a
grenade, a serum, or a spell amp.

IMPROVISE AN ITEM

You can use certain skills to improvise an item (including
computers and vehicles), allowing you to create a makeshift
version of that item. The skill used to jury-rig each type of item
is listed below onTable 1: Jury-Rigging Skills. A successful skill
check allows you convert one or more items (the component
items) into another type of item (the makeshift item). A
makeshift item has half the total hit points of a typically crafted
item of its kind and is created with three-fourths of its Hit
Points. If you fail, the item is not created but the component
items are salvageable for subsequent uses. If you fail by 5 or
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more, the component items are destroyed and you 1d6 points
of damage + an additional 1d6 points of damage for every 3
item levels the makeshift item would have possessed. This
damage results from an accident during the crafting process,
and its type is determined by the GM based on the item being
improvised (fire and electricity damage for a plasma weapon,
electricity damage for a computer, and so on).

Component items used to craft a makeshift must have a
combined price equal to the price of the makeshift item; a
component item with the broken condition has its price halved
for this purpose, while a component item that is destroyed
has its priced reduced by one-fourth. In addition, at least
one component item must have properties that are similar to
that of the makeshift item’s properties, as determined by the
GM. For instance, you might require a freezer’s coolant to
makeshift a cyro weapon.

Improvising a makeshift item takes 10 minutes of work, or 5
minutes if at least one component item is an item you crafted.
Additionally, you can take a —5 penalty to your skill check
to improvise an item in 5 minutes, or 1 minute if at least one
component item is an item you crafted. You cannot improvise an
item with an item level that is greater than the total number of
skill ranks that you possess in the skill used to improvise that type
of item. For example, to improvise a suit of powered armor with
an item level of 5th, you must have at least 5 ranks in Engineering,
You can try again to improvise an item if your initial attempt fails
(so long as the component items aren’t destroyed). Using an item
that you previously used as a component item increases the DC
to successfully improvise an item using that component item by 5
for each previous use per item.

The DC to improvise an item is equal to 15 + 1-1/2 X the
item’s level. You cannot attempt to improvise a spell ampoule, a

spell gem, or a similar item.

NEW MECHANIC TRICK

The following mechanic tricks areavailable to any mechanic
that meets their prerequisites.

2ND LEVEL

You must be 2nd level or higher to choose these mechanic tricks.

You can fix items with amazing speed. When you use the jury-
rig or improvise an item skill tasks, reduce the amount of time
needed to use the skill task by half. This stacks with reductions
from using items you crafted and taking a penalty to your skill
check. In addition, you can spend 1 Resolve Point to attempt
either skill task as a move action.

You can attempt Engineering checks to use the jury-rig an
item and improvise an item skill tasks to jury-rig or makeshift
any item, even if you couldn’t ordinarily use Engineering in
conjunction with that skill.



8TH LEVEL

You must be 8th level or higher to choose this mechanic trick.

Whenever you are wielding a makeshift item as a weapon
and you successfully critically hit an opponent, you can cause
the weapon to fall apart as part of the attack, destroying your
makeshift weapon to treat all weapon damage dice rolled as
part of the critical hit as if you had rolled the highest possible
result. For example, if you critically hit with a weapon
that would normally deal 6d6 damage on a critical hit, you
count as having rolled six results of a ‘6’, or 36 damage. Your
opponent can attempt a Fortitude save (DC equals 10 + 1/2
your mechanic level + your Intelligence modifier) to negate
this effect, forcing you to roll your weapon’s damage normally
while also destroying the makeshift weapon. If your makeshift
weapon already has a critical hit effect, when you score a
critical hit, you can apply either the weapon’s normal critical
hit effect or this mechanic trick.

Whenever you attempt to jury-rig an item or improvise an
item and you succeed at your skill check by 5 or more, the
repairs or makeshift item made lasts indefinitely, and you
can use the appropriate repair item skill task to fix the item
back into proper working condition, as if you had crafted
the item yourself.

NEW MAGIC HACK

The following magic hack is available to any technomancer
that meets its prerequisites.

2ND LEVEL

You must be 2nd level or higher to choose these magic hacks.

You can use the improvise an item skill task to create makeshift
spell ampoules by releasing spell energy into a consumable
liquid, such as soda, water, or lemonade. This beverage
serves as a component item for this ability but effectively
has no value for the purpose of using the improvise an item
skill task. To improvise a spell gem, you have to know the
spell you're distilling into the ampoule. If the spell requires
expensive materials as part of its casting, you must provide
those while improvising the ampoule as a component item.
When you improvise a spell ampoule, you lose a spell slot
of the spell’s level regardless of whether your attempt to
improvise the ampoule succeeds or fails. Any makeshift
ampoules you create immediately become inert when you
meditate to regain your spell slots for the day.

You use magic to flawlessly improvise an item. Whenever you
attempt to improvise an item, you can expend a spell slot to

Armor Engineering
Augmentations (biotech) Life Science
Augmentations (cybernetics) Engineering

Augmentations (necrografts) Mysticism

Augmentations (personal) —*

Computers Engineering

Fusion seals Mysticism

Hybrid items Mysticism

Magic items Mysticism
Personal items Engineering
Technological items Engineering
Vehicles Engineering
Weapons Engineering

* Personal augmentations are so thoroughly integrated into
their user that they can’t be damaged, and therefore cannot
be jury-rigged or improvised under most circumstances.
If the GM wishes to allow personal augmentations to be
usable with the jury-rig an item and makeshift an item skill
tasks, technological augmentations are associated with the
Engineering skill, while hybrid and magic augmentations
are associated with the Mysticism skill.

have the resultant makeshift item be as good as new if your
skill check succeeds. A makeshift item created in this manner
has full Hit Points, does not have the broken condition, and
lasts indefinitely as if you had crafted it yourself. To use this
ability, you must expend a spell slot with a spell level that is
equal to or less than the spell slot’s spell level X 3.

NEW SPELL

The following spell is available to all characters.

INTEGRITY [FIELD

School abjuration; Level technomancer 1
Casting Time 1 standard action

Range close (25 ft. + 5 ft./2 levels)
Targets one object of up to 1 Bulk/level
Duration 1 hour/level or until discharged
Saving Throw Will negates (harmless, object); Spell

Resistance yes (harmless, object)

You create a magical shield around the target that reinforces its
physical structure, making it easier to repair and more difficult
to destroy. For the spell’s duration, you can use the jury-rig an
item skill tasks on the item as a move action. You also gain a +1
circumstance bonus to your skill check to jury-rig the item.

If the target would take Hit Point damage while under the
effects of this spell, you can discharge it to reduce the damage
by half. If the remaining damage would be enough to reduce
the item to O Hit Points, you can spend 1 Resolve Point as part
of the action to discharge the spell to have the item retain 1
Hit Point instead of being reduced to 0 Hit Points.
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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 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, magi(‘al 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 grantYou 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: IfYou are contributing original
material as Open Game Content, You represent thatYour 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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Enhance your Science-Fantasy like only
- Everyman Gaming knows how with the
Star Loeg.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!
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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 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 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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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 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-036: Jury-Rigging Rules © 2018, Everyman Gaming LLC; Authors:
David N. Ross.
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