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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

Accessing Archives
Query: Zenith Revelations
Hello, and thank you for purchasing Star Log.EM027: Solarian 
Zenith Revelations! For most solarians, zenith revelations 
represent the pinnacle of understanding between the balance 
of stellar forces—a flawless understanding of both proton and 
graviton. As a result, they tend to be powerful, flashy abilities 
that you only gain access to when you’re fully attuned to 
either proton or graviton powers. This means that for many 
characters, the zenith revelation is their “final form,” and 
should be treated as such.

The average person living in the Xa-Osoro System doesn’t  
understand much about zenith revelations or what makes them 
special, but any solarian who witnesses one of their peers 
achieve this state if often driven to tears, overwhelmed by the 
absolute perfection in the revelation’s attainment. In contrast, 
a solarian who comes face to face with a foe’s zenith state is 
often harrowed by the experience since the implication is that 
their enemy managed to acquire a near perfect symbiosis with 
some aspect of stellar power. Few solarians can simply enter 
such a state at will, however. It takes unimaginable focus and 
dedication to move one’s spirit to the cosmic rhythm that allows 
access to this power, and as a result the attainment of such 
power is always a personal accomplishment worth celebrating. 
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ZENITH REVELATIONS
Whenever you gain the zenith revelation class feature (such 
as upon gaining your 9th solarian level), you can choose from 
the following stellar revelations in addition to those from the 
Starfinder Core Rulebook.

Burst of Life (Su) [Photon]

When you’re fully photon-attuned, you can expel stellar energy 
from your body to heal those around you. As a move action you 
can spend 1 Resolve Point or leave photon mode to unleash 
a 10-foot-radius burst of healing centered on you. Each ally 
within this area heals a number of Hit Points equal to twice your 
solarian level. At 17th level, allies within this area heal a number 
of Hit Points equal to three times your solarian level instead.

Collapse Point (Su) [Graviton]

When you’re fully graviton-attuned, you can create a powerful 
point of gravity as a standard action. The point of gravity 
appears at a grid intersection that you have line of sight to 
within medium range (100 feet + 10 feet per solarian level) and 
remains until the start of your next turn. Creatures within 10 
feet of this point must succeed at a Reflex save or be entangled 
(treat the point as an anchor for this condition) and pulled into 
the closest available space to this point, moving in order from 
lowest initiative to highest initiative. All creatures within the 
area take bludgeoning damage equal to 2d8 + your Charisma 
bonus (minimum 0), even on a successful save. This damage 
increases by 1d8 for every 3 solarian levels you have beyond 9th.

Starting at 17th level, you can either extend the radius of 
this effect by 5 feet or select a number of creatures up to your 
Charisma bonus (minimum 1) to exclude from the revelation’s 
effects. You are immune to all effects of your point of gravity.

Gravity Barrier (Su) [Graviton]

When you’re fully graviton-attuned, you can create a localized 
field of fluctuating gravity that protects you and your allies as 
a move action. The barrier takes the shape of a 10-foot radius 
sphere centered on you. The barrier remains for a number of 
rounds equal to your Charisma modifier (minimum 1 round) 
and can be dismissed as a swift action. Any creature within the 
barrier other than you is pushed out into the nearest available 
square unless it succeeds at a Fortitude save. Creatures that are 
not pushed out by the barrier do not have to make further saves 
against the barrier, but have difficulty approaching you and treat 
squares within the barrier as difficult terrain if moving towards 
you. In addition, you gain a +2 bonus to your AC while the 
barrier is active. This bomus does not stack with cover. At 17th 
level, the size of the barrier increases to a 15-foot radius.

Gravity Wave (Su) [Graviton]

When you’re fully graviton-attuned, you can create a massive wave 
of gravity to push your enemies. As a standard action, you can 
project a gravitational wave in a 30-foot cone. You choose whether 
each creature or object within the cone is affected by this ability. 

Affected targets must succeed at a Fortitude save or be pushed 10 
feet away from you in a straight line and knocked prone. Creatures 
that cannot be knocked prone are off-kilter instead. You can push 
affected targets an additional 10 feet for every 3 solarian levels you 
have beyond 7th. If a target cannot move back due to a wall or 
other solid surface, it takes 2d6 points of kinetic damage for every 
10 feet it would have been pushed before falling prone. The GM 
choses whether this damage is bludgeoning, piercing, or slashing 
damage based on the type of material that the target collided with. 
At 17th level, the size of the cone increases to 60 feet.

Inner Fire (Su) [Photon]

When you’re fully photon-attuned, you draw out the inner 
energy of your allies to empower their attacks. All allies within 30 
feet that you have line of effect gain a +2 morale bonus to weapon 
damage rolls, and attacks they make with weapons deal half their 
damage as fire damage, as if their weapons had the flaming weapon 
fusion. You can leave photon mode as a move action to increase 
the damage bonus from this ability to 1d6+1 for a number of 
rounds equal to your Charisma bonus (minimum 1). 

Lunar Shift (Su) [Photon]

When you’re fully photon-attuned, you can tap in to cyclic, 
ever-changing phases of the universe’s moons to shift the 
energies of those around you. As a move action, select one 
creature within close range (25 ft. + 5 ft. per 2 solarian 
levels). Choose either acid, cold, fire or electricity. The 
target’s resistance to the chosen energy type is reduced by 5, 
to a minimum of 0, for a number of rounds equal to your 
solarian level. If the creature does not have resistance to 
the chosen energy type, it instead gains vulnerability to the 
chosen energy type for 1 round. At 14th level, you can either 
select a second energy type and reduce resistance to that type 
by 5 or reduce resistance to the one energy type by 10. At 
17th level, you can reduce resistance of two energy types by 
10 or reduce resistance to one energy type by 15. You can only 
cause a creature to gain vulnerability to one energy type with 
this ability, even if the creature does not have resistance to 
multiple energy types. A successful Fortitude save negates this 
effect. Whether or not the save is successful, a creature cannot 
be the target of this revelation again for 24 hours.

Quantum Release (Su) [Graviton]

When you’re fully graviton-attuned, you can unshackle 
yourself from the constraints of space and time by spending 1 
Resolve Point or leaving graviton mode to immediately take an 
extra move action. You can only use this ability once per round. 
Using this ability requires no action if you use it on your turn, 
or a reaction if you use it on another creature’s turn.

Umbral Aura (Su) [Photon]

When you’re fully photon-attuned, you can block off all light 
around you as a move action, surrounding yourself in an eclipse. 
You gain a gaze attack (see Starfinder Alien Archive) with a 
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Blackwretch. Today, Eclis is now known as the Starseeker, 
the leader of a small conclave of wayang dayseekers who’ve 
come to make their home on a secluded patch of dirt on dead 
Uramesh with the local uramae’s approval.

Tsuve “Twintail” Silentstep

Despite their strong personalities, solarians very rarely become 
public icons because most desire to contemplate the cosmos 
rather than seek glory or fame. Tsuve “Twintail” Silentstep 
(Male young adult kitsune solarian 5) is an exception in this 
regard. Having achieved solar manifestation at a mere two and 
a half years of age, Tsuve was thrust into the limelight before 
he was toilet trained by parents who were more than willing 
to capitalize on their prodigal son. He studied at the best 
schools and temples, trained with the best soldiers, and dined 
with the finest socialites as little more than a boy, and his fame 
only grew when he ascended into a kyubi (see Star Log.EM-
006: Kyubi Paragon) during his publicly broadcast 13th birthday 
party. Now a heartthrob of 18, Tsuve’s idol name of “Twintail” 
is known throughout the Xa-Osoro System, as well as his 
signature solar manifestation, which resemble fully animated 
illustrations of his face. Tsuve’s Twintail persona has his own 
animated series, in which Tsuve uses his twin starswords of 
justice to smite the enemies of the Radiant Imperium. 

Vezkoff Von Elstan

Few solarians embody duality better than Vezkoff von Elstan (Male 
mature adult dhampir solarian 16), whose very nature embodies 
the dual forces of life and death. Born an uramae on Uramesh 
well before the Nova Age, Vezkoff was one of many uramae who 
chose to remain behind on their dying world after his people—
now known as deoxyians—mined their world of all its resources. 
Like all surviving uramae, Vezkoff resorted to mummification to 
preserve himself following the degradation of Uramae’s breathable 
atmosphere, drinkable water, and edible game. He directly serves 
Uramesh’s council of viziers, and is often called to act a liaison 
between Uramesh’s undead population and its living visitors.

X-R4771b

When it was first created, X-R4771B (Agender mechanoi 
solarian 3) was an ordinary X-series mechanoid designed for 
routine construction on the outmost layers of 1010 Robotics’s 
1010 SuperRing project, a massive structure designed to fully 
harness the energy of the Xa-Osoro System’s final remaining 
star, Xa. During a particularly violent solar flare, X-R was 
struck with a lash plasma from Xa that devastated the mechanoi, 
completely melting his exterior body and fusing it to the 
SuperRing, but somehow leaving its core processors intact. Its 
managers having simply reported the mechanoi’s and ordered a 
new unit to take its place on the SuperRing, X-R was left along 
for decades in its fused state, processing information and solar 
radiation alike. After decades of work, X-R harnessed stellar 
energy to melt and reshape its body back into its original form, 
transforming itself into a solarian in the process.

range of 10 feet. Creatures within range and that have line of 
sight to you become blinded until the start of your next turn. 
Creatures that succeed at a Fortitude save are dazzled instead. 
Starting at 13th level, creatures that fail their Fortitude save 
are blinded for 1 minute. At 17th level, your allies count as 
blocking their vision instead of looking obliquely.

Solarians in Xa-Osoro
The following section details several famous solarians in 
the Xa-Osoro System. For additional information regarding 
solarians in the Blood Space Campaign Setting, see Star Log.
EM-016: Stellar Revelations.

Collapse

Perhaps the most infamous of solarians in the Xa-Osoro 
System, the solarian known as Collapse (Female young adult 
human solarian 9) was a former student of the famed Halls 
of Absolution before becoming a stellar terrorist. Known as 
Hijalvi Mai during her years at the school, Collapse is best 
known for her use of graviton power to assassinate several 
prominent oligarchs on Tor by literally crushing them beneath 
the corporations they had built while broadcasting the stunt 
live on Tor’s infosphere. Local authorities failed to apprehend 
Collapse, and she has yet to be seen since. Despite her absence, 
dozens of anti-capitalist extremists throughout the system 
look to Collapse as a symbol of hope for the future, and evoke 
similar crimes throughout the system in her name.

Contemplator Valshavan

Although the number of solarians in the Xa-Osoro System are 
vast, there are few places where younglings who’ve awoken the 
power of the stars can receive the proper training in mastering 
these powers. One of the most famous is the Halls of Absolution, 
which resides on a small asteroid coasting along in the Lover’s 
Knot, the planetary rings shared by Eozzata and Ozari. There 
Contemplator Valshavan (Male old adult samsaran solarian 12) 
spends his days gathering like-minded solarians where he and 
his followers teach younglings still learning to control their 
newfound powers to accept external and internal dualities. 
Although well-mannered and wise with dozens of lifetimes 
devoted to mastering the ways of the solarian, Valshavan is 
notoriously crass with the press. In recent years, Valashavan and 
his school have come under fire as a haven for extremists after a 
former student used the temple’s teachings to crush an entire city 
block under the weight of a black hole.

Eclis the Starseeker

Although the occasional fringe solarians who emphasizes a 
single aspect of solarian power over the other certainly exist, 
most are drawn to explore the duality between proton and 
graviton. Such was the case with Eclis Shadowsaw (Nonbinary 
mature adult wayang solarian 8), whose fascination with 
starlight following their solar manifestation ultimately led 
to their banishment from the wayang shadow cathedral 
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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!

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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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!
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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 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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