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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-071 Accessing Archives
Query: Solar Manifestations
Hello, and thank you for purchasing Star Log.EM-069: Solar 
Manifestation Options! Although somewhat rare elsewhere 
in the galaxy, solarians are commonplace in the Xa-Osoro 
System due their society’s heavy worship of the twin stars 
Xa and Osoro, the latter of whom suddenly imploded during 
the mysterious Nova Age, an act that splattered visceral 
blood space nebulas across every world and every moon to 
cataclysmic effect. Osoro’s death caused the star to collapse 
into a tiny black hole scarcely a mile in diameter, resulting in 
a system where a star and a nearly imperceptible black hole 
dance eternal in a macabre dance. The fallout from this disaster 
ruined worlds, crashed the economy, and ushered in untold 
years of depravity, yet solarians often look to the tragedy and 
see not only beauty, but new ways to contemplate the very 
nature of the cosmos. These contemplations result in many 
diverse ways for harnessing the raw might of stars and black 
holes alike that simply do not exist elsewhere in the galaxy, or 
if they do their teachings are only just beginning to filter in 
from wandering philosophers from Xa-Osoroian monasteries. 
Construction of stellar constructs, transformation into cosmic 
avatars, and the empowering of one’s physical body into a 
neigh-unstoppable solar-charged juggernaut are just several of 
the fascinating ways the people of Xa-Osoro have learned to 
use the power of the Empress for their own means and ends.
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New Solar Manifestation
At 1st level, a solarian can choose any of the following solar 
manifestations instead of solar armor or a solar weapon.

Solar Avatar
You can infuse your solar mote directly into your body, 
transforming yourself into an avatar of solar power. The 
appearance of each of your avatar forms appear as a specific 
kind of creature formed from glowing light or solid darkness, 
as determined by the appearance of your solar manifestation, 
but each can take whatever form you choose. Your solar avatar’s 
general designs have no impact on their function and don’t give 
you any special abilities. Once you’ve selected, the general design, 
you can’t change it until you’ve gained a new solarian level.

You design four polymorph forms, as described by the 
polymorph spell (see Appendix 3 in Starfinder Alien Archive 2) 
that function as your avatar forms. Assuming one of your avatar 
forms functions as per a 1st-level polymorph spell,  except as 
follows. Your avatar forms are always close enough to your true 
form to make you recognizable and cannot duplicate other 
specific individuals. All natural attacks you gain from your 
avatar forms count as one-handed advanced melee weapons 
that you’re proficient with, and your attack bonus with your 
avatar form’s natural attacks is equal to your base attack bonus 
+ your Charisma modifier + any other bonuses you would 
normally add to an attack with an advanced melee weapon 
(such as Weapon Focus). Your transformation lasts until you 
return to your true form or assume a different avatar form.

 At 4th level and every 3 levels thereafter, the polymorph spell 
level of this ability improves by 1 level, to a maximum spell level 
of 6th at 16th level. At 7th level, you can swap from your current 
avatar form to any of your other avatar forms as a standard action.

Assuming one of your avatar forms is a full action while 
returning to your true form is a move action. Additionally, if 
you add a solarian weapon crystal to your solar avatar’s stellar 
mote, the natural attacks of any avatar form you assume 
gain the critical effect, bonus damage, and weapon special 
properties described by the crystal. You can redesign one 
avatar form you possess each time you gain a solarian level.

Solar Body
You can infuse your solar mote directly into your body, fueling 
you with the raw power of the stars. You choose whether or not 
your solar mote alters your body’s physical appearance, but any 
changes wrought affect minor physical details only. Your solar 
body’s general design has no impact on you and doesn’t give 
you any special abilities aside what is specifically noted here. 
Once you’ve selected the general design of your solar body, 
you can’t change it until you gain a new solarian level.

You gain Improved Unarmed Strike as a bonus feat, and 
while infused with your solar mote, your unarmed strikes 
count as a one-handed kinetic advanced melee weapon for 
the purpose of Weapon Specialization and similar effects. 
You also add your solarian level to your Strength score 

when determining the amount of bulk you can carry before 
becoming encumbered or overburdened.

In addition, you can unleash  solar energy from your eyes 
as a ranged attack. Your laser vision functions as a longarm 
weapon that has a range of 120 ft., deals 1d6 fire damage, 
and has burn 1d4 as a critical effect, and you’re automatically 
proficient with it. At 5th level, 9th level, and every 2 solarian 
levels thereafter, your laser vision’s damage increases by 1d6 
and your burn critical effect’s damage increases by 1d4. Your 
solar weapon doesn’t have a capacity and doesn’t use charges, 
but once you’ve attacked with your laser vision a number of 
times equal to your Charisma modifier (minimum 1), you 
can’t attack with it again until you successfully regain Stamina 
Points by spending 1 Resolve Point and resting for 10 minutes.

Forming or dismissing a solar body is a swift action that 
can also be performed as a reaction. Additionally, if you add a 
solarian weapon crystal to your solar body’s stellar mote, your 
unarmed strikes gain the critical effect and weapon special 
properties described by the crystal and deal additional damage 
equal to a solar weapon manifested by a solarian with a level 
equal to the crystal’s item level.

Solar Guardian
You can shape your solar mote into an ephemeral guardian 
that acts in accordance to your commands. This creature is 
a construct formed from glowing light or solid darkness, as 
determined by the appearance of your solar manifestation, but 
it can take whatever general shape you choose, provided it 
matches the description of the kind of creature represented 
by your chosen summoning graft. Once you’ve selected the 
general design for your solar guardian, you can’t change it 
until you gain a new solarian level.

Your stellar guardian functions as a mechanic’s drone (as 
per the artificial intelligence class feature) with a unique 
chassis (the stellar guardian chassis, see below). When you 
gain your stellar guardian, you also choose one summoning 
graft that represents the type of creature that your stellar 
guardian appears as (see Appendix 1 in Starfinder Alien Archive; 
at the GM’s decision other summoning grafts can be selected). 
Once chosen, this cannot be changed. 

Forming or dismissing your stellar guardian is a full action, 
and you can replace a stellar guardian in the same manner that 
a mechanic replaces their drone. In addition, once per day you 
can take 10 minutes to repair your stellar guardian, which 
then recovers 10% of its Hit Point maximum. Whenever you 
take a 10-minute rest and spend a Resolve Point to recover 
your Stamina Points, you can also choose to repair your stellar 
guardian as part of that same time period. This is an exception 
to the normal rule that you cannot perform any tasks while 
taking a 10-minute rest to recover your Stamina Points.

Stellar Guardian	
A stellar guardian is a construct formed entirely from solar 

power that defends the solarian from harm.
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can also learn 2nd-level spells at 4th level, 3rd-level spells at 7th 
level, 4th-level spells at 10th level, 5th-level spells at 13th level, 
and  6th-level spells at 16th level. To cast a solarian spell, you 
must spend a number of points from your reverie pool equal 
to the spell’s level. You can cast any solarian spell that you know 
as long as you have enough CE remaining to pay the spell’s CE 
cost. If a solarian spell costs 0 CE, you can cast that spell any 
number of times, even if you have 0 CE remaining.

Every time you gain a level, you can swap out one spell you 
already know and learn a single new spell of your choice. This 
new spell must be at least one level lower than the highest solarian 
spell level that you can cast. Additionally, you can cast any variable 
level spell that you know at any spell level equal to or lower than 
the level that you know it at by spending CE equal to the spell 
level of the version you want to cast. When you learn a variable-
level spell, you automatically swap out any lower-level version of 
that spell that you know for a new spell of the same spell level.

You can also decipher magical inscriptions that would 
otherwise be unintelligible or, as a full action, identify any 
spells encolded in a spell gem as a full action. This does not 
normally invoke the magic contained within, although it may 
do so in the case of a cursed or trapped spell gem.

Unlike other stellar manifestations, you don’t need to form 
your solar reverie; it is always present. Instead, your reverie 
manifests whenever you cast a solarian spell, requiring no action. 

New Stellar Revelations
The following revelations can be chosen by any solarian who 
meets the prerequisites, and are designed to compliment the 
new stellar manifestations detailed within this product.

2nd-Level
You must be at least 2nd level to choose the following revelation.

Repair Guardian (Su)
When you spend 10 minutes to repair your stellar guardian, you 
repair 25% of its maximum Hit Points instead of 10%. You must 
have a solar guardian to learn this revelation. 

6th-Level
You must be at least 2nd level to choose the following revelation.

Expanded Guardian (Ex)
Your stellar guardian can gain any mod available to a mechanic’s 
drone instead of those listed in its mod entry. You must have a 
solar guardian to learn this revelation.

Resolute Reverie (Su)
As a full action, you can spend any number of Resolve Points up 
to your Charisma modifier to add an equal amount of CE to your 
reverie pool. This cannot cause your total CE to exceed your 
maximum CE. After using this ability, you are fatigued until you 
take a 10-minute rest and spend 1 Resolve Point to regain Stamina 
Points. You must have a solar reverie to learn this revelation.

STARTING STATISTICS
Size Tiny, Small, or Medium
Speed 30 ft.
AC EAC 11, KAC 11
Good Save Any one (Fortitude, Reflex, or Will)
Poor Save The saves that were not chosen as the stellar 

guardian’s good save are poor saves.
Ability Scores You buy a stellar guardian’s ability scores 

just as you would a PC’s (see the Ability Scores section 
of Chapter 2 in the Starfinder Core Rulebook), except your 
stellar guardian starts with a 6 in each ability score, has 16 
points to spend on ability scores, and cannot buy an ability 
score higher than 16. 

Ability Increases Any two ability scores.
Other The stellar guardian has the traits, languages, and 

natural weapons noted by the chosen summoning graft, and 
it gains weapon specialization with those weapons at 3rd 
level. Unlike a typical drone, it is not proficient in any other 
weapons. When determining the benefits of these traits, the 
stellar guardian uses its master’s level as its CR. It also choose 
a number of skills with the skill unit class feature equal to 2 + 
its Intelligence modifier (minimum 0) and must choose both 
skills noted in the skills entry of its summoning graft.

Mods A stellar guardian can only choose mods that a mechanic 
with the exocortex can only apply to themself with the 
exocortex mods class feature. A stellar guardian can choose 
any feat whose prerequisites they meet in place of a mod.

Solar Reverie
You can use your solar mote to access phenomenal cosmic insight 
and psychic power. When accessing these powers, your body is 
cloaked in glowing light or solid darkness, as determined by the 
appearance of your solar manifestation, but it can take whatever 
general form you choose. Your solar reverie’s general design has 
no impact on its function and does not give you any particular 
advantages; for example, you cannot hide the use of your reverie 
powers by describing a particularly subtle manifestation. Once 
you’ve selected the general design, you can’t change it until you 
gain a new solarian level.

Your solar reverie grants you a reverie pool that you can use 
to cast spells drawn from the mystic spell list. To learn or cast a 
spell, you must have a Charisma score equal to 10 + the spell’s 
level. The DC for a solarian spell is equal to 10 + the spell’s 
level + the your Charisma modifier.

Your reverie pool has a total amount of cosmic energy 
equal to your Charisma modifier + half your solarian level 
(minimum 0). Unlike a mystic or a technomancer, each spell 
that you cast consumes cosmic energy (CE) from your reverie 
pool, and you regain all your cosmic energy by resting (see 
Regaining Daily-Use Abilities and Spells in Chapter 8 of the 
Starfinder Core Rulebook). 

Your selection of spells is limited. You begin play knowing 
two 0-level spells and one 1st-level spell. At each new solarian 
level, you learn one 0-level or 1st-level spell of your choice. You 
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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, magical or supernatural abilities 

or effects, logos, symbols, or graphic designs; and any other trademark or registered 

trademark clearly identified as Product identity by the owner of the Product Identity, 

and which specifically excludes the Open Game Content; (f) “Trademark” means the 

logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself 

or its products or the associated products contributed to the Open Game License by the 

Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, 

modify, translate and otherwise create Derivative Material of Open Game Content. (h) 

“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 

indicating that the Open Game Content may only be Used under and in terms of this License. 

You must affix such a notice to any Open Game Content that you Use. No terms may be 

added to or subtracted from this License except as described by the License itself. No other 

terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 

acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the 

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with 

the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 

material as Open Game Content, You represent that Your Contributions are Your original 

creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 

portion of this License to include the exact text of the COPYRIGHT NOTICE of any 

Open Game Content You are copying, modifying or distributing, and You must add the 

title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE 

of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including 

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

15. COPYRIGHT NOTICE

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

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

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

Gygax and Dave Arneson.

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

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

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

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

Starfinder Alien Archive 2 © 2018, Paizo Inc.; Authors: Alexander Augunas, Kate 

Baker, John Compton, Adam Daigle, Brian Duckwitz, Eleanor Ferron, Amanda Hamon 

Kunz, James Jacobs, Mikko Kallio, Jason Keeley, Lyz Liddell, Ron Lundeen, Robert G. 

McCreary, Mark Moreland, Matt Morris, Adrian Ng, Joe Pasini, Lacy Pellazar, David N. 

Ross, Stephen Rowe, Chris Sims, Owen K.C. Stephens, James L. Sutter, and Russ Taylor.

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.
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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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