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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
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All content not designated as Product Identity is declared Open Game Content as
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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: YDREFT
Hello, and thank you for purchasing Sz Log. EMO40:Yprerr! The
ydreft are a race of fungoid creatures with bodies that only vaguely
possess anything resembling humanoid structures. Believed to be a
race of highly advanced colonial fungi, ydrefts are highly advanced
and intelligent creatures, but their society’s structured, collectivist
nature has largely prevented many significant technological
advances from arising from their home world of Yggdroth, a
small planet orbiting an unremarkable sun several solar systems
away from the Xa-Osoro System.Yggdroth is a world completely
engulfed by several million species of fungi, and while animal life
dwells on the planet, many of the species have been forced into
a symbiotic relationship with no fewer than seventeen different
species of fungi in order to survive on the spore-choked world.
Explorers from the Xa-Osoro System have historically left
Yggdroth alone after the first scouting party that explored the
planetbecame utterly infected by a yet-unidentified species of mold
that the local ydrefts call Xhalzykan, which loosely translates to
“mindslaver” in Ydreft. The innocent led to a major contamination
breach that engulfed the entire crew of the Dancing Demon, which
ultimately needed to be terminated by the Radiant Fleet when
it became clear that the Xhalxykan intended to dock at Lunox
Station and infest the entire populace with its spores. Trading with
Yggdroth has continued despite this incident, but all visitors to the
planet must receive no fewer than 10 training hours on HAZMAT
protocols for dealing with foreign agents on the planet.




YDREFT
Ydrefts are a fungoid species with more in common with
animals than plants or species of true fungi. Ydreft are sessile
for most of their lives, growing from inanimate stalks called
“« ”» . . . .

spore shoots” and eventually maturing into massive spires

that form the literal building blocks of ydreft society.

PHYSICAL DESCRIPTION

Ydreft begin life as microscopic spores that are emitted from
their parent in choking clouds expelled from ydreft spires. After
attaching to a spawning surface, the young ydreft slowly grows
in size, beginning life in a form resembling a feathery-white
mold that slowly coalesces into a mushroom-like shoot over
the course of nine months. Once the shoot is fully developed,
it begins taking on salient behaviors as its first feathery tendril
extends from its body. Over the next decade, the young ydreft
develops rapidly both physically and mentally, with ydrefts
becoming the intellectual equals of a human adolescent after
roughly five years. By this point, the ydreft’s mushroom body
now sports dozens of stalks and feathery appendages, mostly
resembling a smaller version of its adult form.

Most yedrefts have a pale complexion that is flecked with
several colors that are in close proximity on the color spectrum.
They possess a total of six sturdy stalks, two of which are used
for manipulation like a human hand while the other six are used
for terrestrial locomotion while feathery wind-like masses coat
a ydraft’s body, which they use for gently floating and flying
from place to place, their primary method of transmortation.
An ydreft’s tendrils and wings vary greatly in appearance, even
among family members. On some, the tendrils resemble matted
fur, while on others they seem like broad feathers or fronds. These
tendrils are individually weak and not very dextrous, but twist
together to form rudimentary grasping appendages. An ydreft
usually stands a little over 5 feet tall and weighs 120 pounds.

After nearly a century of life, some ydrefts undergo a
startling transformation. After finding a suitable location to
dig their tendrils into the ground, the ydreft goes dormant and
begins to quickly expand at incredible speeds, transforming
into a nearly immortal being of colossal size called a ydreft
spire. As their name suggests, ydreft spires are entirely sessile
and primarily serve as physical structures for other ydrefts.
Specialize ydreft mystics have the ability to communicate with
the dormant spires and can gently guide their development as
needed, allowing the transformation of a single spire into a
massive building or even guilding two or more spires together,
fusing them into massive fungoid colonies. Ydreft spires are
the only members of the ydreft species with the ability to
reproduce, and as a result ydrefts guard these mounds with
both religious zeal and the determination of loving caretakers.

HOME WORLD

Ydrefts evolved on Yggdroth, a remote planet with intense
geological activity dominated by fungal species. The planet’s
atmosphere consists of a complex assortment of colorful
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layered gases, broken by extreme cliffs covered in mushrooms,
shelf fungi, puffballs, and stranger, alien species. Volcanic
peaks and ancient ydreft spires pierce the sky, offering the
world’s only untarnished view of the sky.

Yggdroth has a democratic government lead by a council
intentionally divided between the young and the old. The
council meets within the First Spire, an ancient structure in the
heart of the ancient settlement of Yorg that is the oldest ydreft
spire still active on the planet. The council communes directly
with the First Spire regarding many affairs, and together they
gently chart the course of ydreft society. The average ydreft
dwells amidst towering spires built thousands of years ago by
honored ancestors, and many look forward to the day they set
down roots themselves and add to the majesty of ydreft society.
In ancient times, most ydreft spent their days as drones feeding
their spire homes, but advances in technology have drastically
reduced the amount of food that the ancient need, leading to
a world where many ydrefts feel lost and purposeless. Ydrefts
are only just beginning to accept the notion of finding passion
in personal persuits, and as a result cultural revolutions are
quickly taking root across Yggdroth in nearly all aspects of
ydreft life, especially as foreign races continue to bring more
art, philosophy, and other forms of entertainment to the planet.

SOCIETY AND ALIGNMENT

Ydreft society is collectivist and utilitarian. Their culture increasingly
encourages personal discovery and achievement, but largely as a
means to help the collective whole. High achievers are expected to
share what they have learned among the colony spires or become a
colony spire themselves so that their insight is never lost.

Ydreft don’t worship deities in the same way other races do,
for their spirituality centers around the ydreft spires that make up
their ancient home. Because ydreft spirits are effectively immortal,
death is a possibility rather than a certainty to the race, and thus
ydrefts lack many of the cultural influences that death has on a race,
such as a need to “make arrangements” for one’s afterlife through
deity worship. Ydreft spirituality has many similarities to ancestor
worship, and some spires remain powerful enough to grant favored
servants divine power in the same manner that deities do. That
being said, many ydrefts are willing to make agreements with divine
beings in exchange for mystic power. This transactional pragmatism

often clashes with other followers of a ydreft’s deity.

RELATIONS
Ydrefts have longstanding trade agreements with a few other species
of starfaring fungi, but have less consistent relations with other
species. Younger ydrefts find most non-fungi hard to understand,
and their formal dialogue skills take decades to hone and perfect.
As part of their society’s exploration goals and to gather
new resources and technology, middle-aged ydreft drones are
encouraged to colonize new sites on other planets. They study
the species that dwell near promising sites of new settlements,
generally in places that are considered toxic to other intelligent
life. When ready to move in, the aspiring settlers open a dialogue



to establish a secure site with the resources that they need and to
find the most promising offerings they can to become long-term
trade partners with their new neighbors. The colony is formalized
when the first retiring drones take root there as colony spires.

ADVENTURERS

Ydreft adventurers tend to be older individuals, especially
those who feel that their time to transform into a spire is
coming soon. Such ydreft often wish to see and explore the
world, and in rare cases transform into ydreft spires on alien
planets and moons. A ydreft’s deep interest of the world makes
them well-suited to roles as mystics and technomancers,
and many appreciate the philosophies of the solarian and the
mechanical know-how of mechanics.Ydrefts aren’t particularly
nimble creatures, however, and often struggle wielding ranged
weapons due to the limited prehensitility of their tendrils.

NAMES

Ydrefts are given nicknames by their caretakers during their
carly development, but choose their own formal names as
part of becoming recognized as young adults. As they become
better-connected to other societies, they increasingly adopt
the names of other species. Traditional ydreft names favor
compounded consonants.

YDREFT RACIAL TRAITS

+2 Con, +2 Int, -2 Dex

4 Hit Points

Ydrefts are plants with the ydreft subtype. They are Medium
and have a base speed of 20 feet.

Hyphal Wings: Ydrefts have a fly speed of 30 feet with
average maneuverability.

Plantlike: For effects targeting creatures by type, ydrefts
count as both humanoids and plants, whichever is most
detrimental to them. They also receive a +2 racial bonus
to saving throws against mind-affecting effects, paralysis,
poison, polymorph, sleep, and stunning, unless the effect
specifies that it works against plants.

Reweave Limbs: A ydreft’s body possesses six limbs by
default—two hands, two legs, and two wings. As full
action, a ydreft can reweave up to two of its limbs to serve
different purposes, as described below.

» Hands: For each additional hand that the ydreft reweaves
into a hand, it gains one additional hand, which allows
it to wield and hold one additional hand’s worth of
weapons and equipment. This does not increase the
number of attacks the ydreft can make during combat.

» Legs: For each additional limb that the ydreft reweaves into
a leg, its base speed increases by 5 feet. A ydreft with
one leg has a base speed of 10 feet, and a ydreft with no
legs has a base speed of 5 feet.

» Wings: For each wing that the ydreft reweaves into a wing,

its fly speed increases by 5 feet. A ydreft with one wing

has a fly speed of 10 feet (poor), and a ydreft with no

NEVW CREATURE SUBTYPE GRAFT
Use the following creature subtype graft to create ydreft NPCs.

YDREFT

This subtype is applied to ydrefts and creatures related to ydrefts.
Traits: Plantlike, fly speed of 30 ft.; if the creature is of the

ydreft race, it also gains the reweave limbs and root racial traits.

wings loses its fly speed.

Root: As a swift action, a ydreft can use its tendrils to root itself
to a surface capable of supporting its wieght or to unroot itself
from such a surface. While rooted, the ydreft cannot willingly
move from the attached surface, but it gains a +2 racial bonus
to its KAC against bull rush and trip combat maneuvers.

NEW FEAT

The following feats are available to ydreft characters.

ENHANCED WINGS
Your wings easily catch the wind when you fly, making flight
easier and faster.

Prerequisites: Character level 5th, ydreft.

Benefit: Your fly speed increases to 50 feet with good
maneuverability. This benefit stacks with the effects of the
reweave limbs racial trait, but it does not apply if you have
fewer than two wings due to the effects of that racial trait.

EXPANDED REWEAVING
You are able to reweave your body into strange and exciting
shapes seemingly at will.

Prerequisites: Ydreft.

Benefit: When you use the reweave limbs racial, add the
following options to the list that you can choose from:

» Climbers: You can reweave your tendrils into structures
suited for latching onto surfaces, granting you a climb
speed. Thisis a 10 ft. climb speed if you have one climbers
limb or 30 ft. if you have two. For each climbers limb you
possess beyond two, increase your climb speed by 5 feet.

» Fins: You can reweave your tendrils into structures suited
for swimming, granting you a swim speed. This is a 10
ft. climb speed if you have one climbers limb or 30 ft.
if you have two. For each climbers limb you possess
beyond two, increase your climb speed by 5 feet.

» Natural Weapons: You can reweave your tendrils into
powerful limb for slamming enemies. You’re always
considered armed while you possess such a weapon,
and you can deal 1d3 lethal damage unarmed strikes and
the attack doesn’t count as archaic. You gain a unique
weapon specialization with these natural weapons at
3rd level, allowing you to add 1—-1/2 X your character
level to their damage rolls for their natural weapons

(instead of just adding their character level, as usual).




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 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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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 unlessYou 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 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
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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-049: Dragonkin Options © 2018, Everyman Gaming LLC; Authors:

Jacob McKiernan.
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Enhance your Science-Fantasy like only
Everyman Gaming knows how with the
Star Log. =M series! Each week, we
present a new Star Log.
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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