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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.  
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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

Star Log.EM-035 Accessing Archives
Query: Arich
Hello, and thank you for purchasing Star Log.EM035: Arich! 
The arich are a sapient race of arachnid-like creatures whose 
interactions with the Radiant Imperium have steadily increased 
over the past two centuries. Among the first races “discovered” 
in a faraway star system following the Imperium’s acquisition 
of Hyperspace technology from the denizens of Hyperspace 
Station, the arich have proved to be an invaluable ally to the 
Xa-Osoro System in both peoples’ quest to recover from the 
devastation of the Nova Age. Although the vast majority of the 
species dwells in the Solvani System on Aracanvor, they frequent 
nearly all the planets and moons of the Xa-Osoro System that 
feature major holdings of the Reclamation, an organization 
dedicated to rediscovering the lost history of the Xa-Osoro 
System. The reason for this partnership is practical—as the 
descendants of individuals who watched their world disappear 
during the Nova Age, the arich have a surprisingly thorough body 
of eye-witness accounts of the tragedy that took their home that 
appears untouched by the mnemic altering properties of the 
Nova Age itself, leading many to believe that great revelations 
regarding the Nova Age’s cause may be hidden within the 
archives and data logs of these arachnid creatures. The arich 
hold a similar thought process—knowing that interplanetary 
teleportation existed prior to the Nova Age, the arich scour the 
ancient texts of the Radiant Imperium and beyond in hopes of 
some mention of their people and potentially a clue to their 
beloved home’s ultimate fate.
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ARICH
Calm and thoughtful beings, the arich are a species of aliens 
that resemble a large spider with several humanoid traits. The 
species is long-lived and through countless generations, Arich 
have learned to peacefully coexist with starfaring species 
throughout the universe.

PHYSICAL DESCRIPTION

Sizeable and imposing, arich are typically 5 to 7 feet long 
and weigh anywhere from 150 to 250 pounds. They typically 
appear as a large spider that stands on its four hind legs. Their 
cephalothorax and abdomen are farther separated than a 
typical spider’s body, allowing an arich to “stand” more visibly 
than a traditional spider. An arich’s four front legs end in 
four opposable split tips that allow them to function similar 
to hands. Despite their arachnoid appearance they lack fully 
developed spinnerets, and most cannot produce webbing 
of any kind. Their bodies are usually covered in a thin layer 
of hair with various colorations, ranging anywhere from 
simple earthen colors like blacks, browns, and grays to more 
ostentatious displays of bright reds, greens, and yellows. An 
arich’s patterns sometimes coalesce in interesting shapes on 
patterns on an arich’s abdomen. These can appear in the form 
of star clusters, faces, or other interesting geometric shape. 
Arich are unsure as to exact process for this coloration and 
coalescence, but most believe it is a subconscious process that 
is tied to a particular arich’s personality and mood. These 
colorations can change multiple times throughout the two 
hundred years of an arich’s life. Their pedipalps resemble that 
of a typical spider, though many Arich tend to decorate their 
pedipalps with dyes, ribbons, or tattoos.

HOME WORLD

The arich are the sole survivors of a planet called Oznirado, 
the fourth planet of a yellow star that comprised of the 
vanished Mulnav System, which disappeared during the Nova 
Age. Arich records of their home world are tragically sparse—
documents surviving the information loss associated with the 
Nova Age indicate that Oznirado was a tropical planet with 
low gravity that was covered in lush jungles. A prosperous 
people of thinkers and inventors, arich records indicate that 
the species toiled to create their kind’s first starfaring vessel, 
Rlek’Chatal, which translates to Nunravi’s Reach in their 
native Arich. Unbeknownst to the crew of the Rlek’Chatal, 
their maiden voyage seemingly coincided perfectly with the 
onset of the Nova Age, for hundreds of arich accounts recount 
watching in horror of Oznirado and the entire Mulnav System 
vanished before their very eyes mere moments after the 
ship left Oznirado’s orbit. Through sheer fortune alone, the 
Rlek’Chatal happened to wander into the Solvani System and 
settled upon the desert moon of Aracanvor before the ships 
supplies were fully depleted. While the Rlek’Chatal remains in 
use today and makes frequent trade visits to the nearby Xa-
Osoro System, most surviving arich—a mere 10% of their 

numbers prior to the Nova Age—dwell upon Aracanvor, 
scouring the cosmos for clues regarding what became of their 
beloved home and the family they left behind upon it.

SOCIETY AND ALIGNMENT

Arich culture is unique in that all known culture stems from 
the small group of Arich that were able to escape Oznirado’s 
disappearance during the Nova Age. This group included 
athletes, scholars, and other that were considered the best 
Oznirado had to offer. Together, these individuals  created 
an ideal microcosm of the arich, resembling an almost 
utopian representation of the species which was intended 
as first to be the first ambassadors to the stars, but stands 
now as the species’ successors. Modern Arich  double-down 
on the idealization of their people and learned to work 
together even more, developing strong bonds that live to 
this day. They tend to be optimistic, believing that hard work 
and cooperation are enough to overcome any challenge. 
Arich are prone to succumbing to their emotions as most 
species are but have learned to communicate and share their 
thoughts to help each other through trying times. Arich are 
typically non-chaotic in alignment, due to their cooperative 
natures, and even evil Arich generally have the well-being of 
all their own kind as a primary goal.

RELATIONS

After settling and resupplying on Aracanvor, the arich traveled 
where they could and did their best to establish relations with 
other species in search or help. The arich reach out to all 
species whenever possible, hoping to learn and understand 
them, believing that learning from others is the best way to 
improve and potentially rescue their people. Any species, 
regardless of their original nature, is another possible set of 
allies and friends, though Arich are careful to first observe 
species that are known as dangerous before approaching. If 
reaching out to such a species would prove unsafe, Arich 
will leave and search elsewhere. Arich are quick to trust but 
they are not fools. They are quick to recognize when others 
attempt wish to deceive or harm them and are more than 
happy to end a relationship if it could lead to danger. Once a 
good relationship is in place, however, Arich are loyal friends 
and companions.

ADVENTURERS

Although most arich are believed to be searching for a means 
to return to their home, that is no longer the sole driving goal 
of the species’ majority. Over the centuries since the Arich 
began this tasks, countless generations have come and gone, 
branching out to span the stars. Since then, many Arich choose 
to just travel the stars and find a place for themselves. This can 
include life as a mercenary, performer, priest, thief, or any 
other life typical to a star-faring species. Most Arich take on 
the lives of envoys, operatives, and technomancers. Though 
they may be living life for themselves now, Arich are always 
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Arich Web

Your spinnerets have developed more than others of your 
species, allowing you to use them offensively.

Prerequisites: Con 13, arich.
Benefit: Once per day as a standard action, you can spray 

webbing at a creature or a 10-foot square within 30 feet. If you 
spray at a creature, you must make a ranged attack against that 
creature’s EAC. On a hit, the creature becomes entangled. The 
creature can break free with a successful Strength check (DC = 
15 + your Constitution modifier). If you spray the webbing in 
a 10-foot square, that area becomes difficult terrain. Webbing 
created in this manner remains for a number of rounds equal 
to your Constitution modifier (minimum 1). Webbing created 
by this ability has a total number of Hit Points equal to 10 + 
your level and is vulnerable to fire damage (fire damage deals 
+50% damage to the webbing). If the webbing is reduced to 0 
Hit Points, it is destroyed, ending the entangled condition or 
removing the difficult terrain as appropriate.

Resolute Web

Your spinnerets can be used multiple times per day.
Prerequisites: Con 13, Arich Web, arich, character level 3rd.
Benefit: Whenever you have already used your daily use 

of the Arich Web feat, you can spend 1 Resolve Point to use it 
again without having to rest first.

Web Grappler (Combat)

You can secret sticky webbing from your spinnerets to allow 
you to grapple foes.

Prerequisites: Con 13, Arich Web, Improved Maneuver 
(grapple), arich.

Benefit: You gain a +2 racial bonus to grapple attempts. 
If you are at least 6th level, whenever you successfully pin an 
opponent using the grapple combat maneuver, you can spend 
1 Resolve Point as a swift action to cocoon your opponent. 
Once an opponent has been cocooned, the pinned condition 
last until the grappled creature successfully uses the Acrobatics 
skill or a grapple attempt to escape or the webbing is destroyed, 
as described by the Arich Web feat. You no longer need to 
attempt checks to maintain the grapple, and the KAC for your 
opponent to escape your cocoon is equal to 10 + your KAC.

on the lookout on any crucial information that can help their 
people. Even a thief would report back to Nunravi’s Reach if 
she stole a piece of technology she believed would help return 
to Oznirado, for the right price, of course.

NAMES

Arich communicate among themselves with chirps, clicks, 
and hisses. Most other species are off-put by Arich language 
and so many Arich have learned to communicate in more 
common languages. Their voices are airy and emphasize 
hard consonants when they speak. Arich names are usually 
ported over from the original Arich and can include great 
achievements, such as the Spire Climber or Master of the Lost 
Song, as part of the name. Some example arich names are 
Akhil, Assir, Bappa, Emi, Essie, Hummar, Huss, Kauli, Karn, 
Kimoss, Kraann, Monni, Mu, Niss, Nupp, Poppab, Ressi, 
Rrinn, Sekkan, Sommas, and Sussem.

ARICH RACIAL TRAITS
+2 Dex, +2 Int, –2 Con
4 Hit Points
Arich are monstrous humanoids with the arich subtype and 

are Medium. They have a base speed of 20 feet and a climb 
speed of 30 feet.

Exceptional Vision: Arich have low-light vision and 
darkvision. As a result, they can see in dim light as if it were 
normal light, and they can see with no light source at all to 
a range of 60 feet in black and white only. For more details, 
see the darkvision and low-light vision sections in Chapter 
8 in the Starfinder Core Rulebook.

Spider Climb: Arich can climb and travel on vertical surfaces 
and ceilings as if under the effects of spider climb, though this 
is an extraordinary ability.

Stellar Ambassadors: Arich gain a +2 racial bonus to 
Diplomacy and Sense Motive checks.

Thread Walkers: An arich gains a +2 racial bonus to 
saving throws against the slow spell and effects that cause 
the staggered condition. In addition, whenever an arich is 
under the effects of the haste spell or a similar effect, the 
duration of that effect increases by 1 round.

NEW FEATS
The following feats are available to arich characters.

Arich Bite

Your fangs are developed enough that they act as a deadly 
weapon.

Prerequisites: Con 13, arich.
Benefit: You are always considered armed. You can deal 

1d3 lethal damage with unarmed strikes and the attack doesn’t 
count as arachic. You gain a unique weapon specialization with 
their natural weapons at 3rd level, allowing you to add 1–1/2 
× you character level to your damage rolls for your natural 
weapons (instead of just adding your character level, as usual).

New Creature Subtype Graft
Use the following creature subtype graft to create arich NPCs.

Arich

This subtype is applied to arichs and creatures related to 
arichs.

Traits: Darkvision 60 ft., base speed of 20 ft., climb speed 
of 30 feet, and low-light vision; if the creature is of the arich 
race, it also gains the thread walker racial traits and Diplomacy 
and Sense Motive as either good or master skills.
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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!

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-035: Arich © 2018, Everyman Gaming LLC; Authors: Luis Loza.

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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