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Declaration of 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 Starfinder Roleplaying Game requires the Starfinder Roleplaying 
Game 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 Starfinder Roleplaying Game and 
the Starfinder Roleplaying Game 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.  
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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-021
Eldritch Trickster

Accessing Archives
Query: Eldritch Tricksters
Hello, and thank you for purchasing Star Log.EM021: Eldritch 
Trickster! For as long as magic has existed, there have been those 
who have used it for personal gain. While the exact methodology 
differs drastically between individuals, many dream of 
spontaneously waking to find they have an inexplicable ability 
to harness magical powers that enable them to bypass most or 
all of society’s rules, taking what they want or need and slipping 
away from the scene of the crime unnoticed. Living up to this 
dream in the modern Radiant Imperium is often challenging, 
however. Magic isn’t some poorly understood phenomenon 
wielded by a privileged few—it is a widely understood force 
of nature that many not only study, but account for when 
designing their structures and defenses. For this reason, magic 
users wishing to use their powers to commit illegal acts still 
require a measure of proficiency in more mundane skills, 
hence the existence of eldritch tricksters. Eldritch tricksters 
vary heavily in their magical proficiency. Most know just a 
few spells that assist them in their trickery, but some are fully-
fledged mystics or technomancers who take more than a passing 
interest in optimizing their skills at burglary, hacking, and other 
illicit deeds. While the majority of eldritch tricksters take part 
in illegal activities, a small number of them serve the Radiant 
Imperium or smaller planetary governments as spies, counter-
intelligence, or specialized operatives valued for their expertise 
and employed to help strengthen antiburglary technology.
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ELDRITCH TRICKSTER ARCHETYPE
For as long as magic has been harnessed by mortal minds, 
there have been those who wish to use its wondrous gifts for 
personal gain. Among these, few are as guileful and crafty as 
arcane tricksters: prodigious rouges that blend the subtlest 
aspects of the magical arts with a scoundrel’s cunning, using 
magical knacks to enhance their innate thieving abilities. Arcane 
tricksters can pick locks, disarm traps, and lift credsticks from 
a safe distance using their magical legerdemain, often seeking 
to humiliate enemies over more violent solutions.

Most arcane tricksters are mystics or technomancers who 
have supplemented their talents with magic with a knack 
for thievery. Occasionally, operatives who dabble in psychic 
powers sometimes seek to become arcane tricksters, and races 
such as lashunta or kitsune with a natural aptitude for magic 
can become arcane tricksters regardless of profession. Arcane 
tricksters seek thrill and personal satisfaction over all else, 
and use their powers to acquire these things. In the Xa-Osoro 
system, arcane tricksters are typically found in cosmopolitan 
areas without the technology or magical capacity to fully 
nullify their talents and abilities, such as on the planet Tor or 
its moon, Tenguholme. Some corporations sponsor arcane 
tricksters to act as spies, informants, and saboteurs, relying 
on their thrill seeking and magical powers to acquire valuable 
information and important items quickly and discretely.

Special: You can only add this archetype to a class if the class 
has the spells class feature or you possess one or more spell-like 
abilities from a racial trait, theme, or your 1st-level feat.

ALTERNATE CLASS FEATURES
The arcane trickster grants alternate class features at 2nd, 6th, 
and 12th level.

Psychokinetic Trickster (Sp); 2nd-Level

You gain the following spell-like ability: At will—psychokinetic 
hand. If you already possessed psychokinetic hand as one of your 
class’s known spells, you may “lose” the spell in exchange for a 
different spell of the same level. If you have psychokinetic hand 
as a spell-like ability, you can replace that spell-like ability with 
any 0-level mystic or technomancer spell (usable the same 
number of times per day). When casting psychokinetic hand, you 
can lift one unattended object of no more than 20 lbs. or 2 
bulk, plus 10 additional lbs. or 1 additional bulk per 2 levels 
beyond 2nd that you possess (minimum 10 lbs. or 1 bulk). 
Starting at 6th level, you can use the disable device skill task of 
the Engineering and Mysticism skills and all skill tasks of the 
Sleight of Hand skill at a range equal to your psychokinetic hand 
spell’s range (25 ft. + 5 ft./2 levels). 

Expanded Arcana; 4th-Level & 9th-Level

You gain expanded mastery of the arcane arts. At 4th-level and 9th-level, you 

gain Minor Psychic Power or a feat that lists Minor Psychic Power as a bonus 

feat, ignoring those feats’ ability score prerequisite. If your class possesses the 

spells class feature, you can instead choose any feat that lists the spells class 

feature as a bonus feat, provided you meet the feat’s prerequisites. In addition, 

if you ever gain the Major Psychic Power feat, you can select burglar’s insight 

(see page 5) as your spell with that feat instead of augury or status.

This alternate class feature is optional at both 4th-level and 9th-level. You 

must choose whether to gain this class feature upon reaching the indicated 

level, and once your decision has been made, it cannot be changed.  

Invisible Thief (Sp); 6th-Level

You can magically mask your appearance with illusions by 
spending 1 Resolve Point as a standard action. When doing so, 
this ability functions as either disguise self or invisibility, using 
your level as the spell’s caster level. When using this ability 
as invisibility, this spell-like ability has a duration of 1 round 
per level you possess. Starting at 12th level, you can spend 2 
Resolve Points to cast either spell as a swift action instead of 
a standard action.

Tricky Escape (Su); 12th-Level

You can manipulate space and time with transmutation magic 
by spending 1 Resolve Point as a reaction whenever you would 
provoke an opportunity from an opponent. That action does 
not provoke an attack of opportunity.

NEW OPERATIVE SPECIALIZATION
The following operative specialization complements the 
eldritch trickster archetype, and is popular with operatives 
that values arcane power.

Spell Scoundrel
You possess a special aptitude for magic and even possess a few 
psychic powers and abilities.

Associated Skills: Bluff and Mysticism. You can attempt 
a Mysticism check with a +4 bonus to make a trick attack by 
using magic effects similar to token spell to your advantage.

Specialization Exploit: flight hack*.
Shifting Trickster (Su): Whenever you use your trick attack 

to move 10 or more feet, you can designate a number of squares 
equal to your Dexterity modifier (minimum 1). When moving 
from a designated square, your movement doesn’t provoke 
attacks of opportunity. This ability is a teleportation effect.

NEW OPERATIVE EXPLOITS
The following operative exploits supplement the spell 
scoundrel operative specialization introduced above.

2nd-Level
You must be at least 2nd level to choose these exploits.

Psychically Gifted: You gain Minor Psychic Power as 
a bonus feat. Treat your Dexterity score as your Charisma 
score for the purpose of determining whether you meet the 
prerequisites for this feat and for any other that list Minor 
Psychic Power as a prerequisite.

6th-Level



05

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 characters; 

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 characters, 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, 

You must be at least 6th level to choose these exploits.
Improved Psychic Gift: You gain Psychic Power as a 

bonus feat. When choosing your 1st-level spell-like ability 
with this feat, you add charm person and command to the 
list of spells that you can choose from with this feat. You must 
have the Minor Psychic Power feat to learn this exploit. 

10th-Level
You must be at least 10th level to choose these exploits.

Flight Hack (Su): You gain a fly speed of 30 feet (average 
maneuverability), as well as a pool of 40 flight points. To 
fly, you spend 2 flight points each round, or 1 flight point 
per minute if you use this ability for “cruising flight.” While 
cruising, you are flat-footed and off-target. Changing from 
normal flight to cruising flight or vice versa is a standard 
action. You can’t use this ability if you’re encumbered or 
wearing powered armor. You must be able to cast at least two 
spells or spell-like abilities to learn this exploit.

Major Psychic Gift: You gain Major Psychic Power as a 
bonus feat. When choosing your 2nd-level spell-like ability 
with this feat, you add hold person and inflict pain to the list of 
spells that you can choose from with this feat. You must have 
the Minor Psychic Power and Major Psychic Power feats to 
learn this exploit.

New Spell
The following spell is commonly used by eldritch tricksters, 
but it is available to any spellcaster capable of casting it.

Burglar’s Insight

School divination; Level bard 2, mystic 2, technomancer 
2, wizard 2

Range personal
Duration 10 minutes/level, see text
You divine insight regarding the best ways to perform 
potentially illicit tasks, from flitting about unseen to palming 
a credstick off of an unsuspecting mark. When you cast this 
spell, you gain a+2 insight bonus on skill checks made with the 
following skills: Bluff, Sleight of Hand, and Stealth. This insight 
bonus increases by +1 at caster level 7th and every 4 caster 
levels thereafter, to a maximum of +6 at caster level 17th. If 
you have a class feature or feat that grants an equal or greater 
bonus to any of these skills, you can instead spend 1 Resolve 
Point before rolling a skill check with such a skill to roll twice 
and use the higher result. Once you’ve made a total number of 
skill checks with this spell’s benefit that is equal to or greater 
than your key ability score modifier, the spell immediately ends.   

The effects of this spell cannot be improved by effects that 
increase your caster level above your level (caster level if cast 
as a spell, or your total level if cast as a spell-like ability). For 
example, even though this bonus directly refers to your caster 
level, a 16th-level technomancer with a pearly white spindle aeon 
stone still counts as having a caster level of 16th for the purpose 
of determining this bonus despite the aeon stone’s effects.



06

including as an indication as to compatibility, except as expressly licensed in another, 

independant 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 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 provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE: Open Game License v 1.0a © 2000, Wizards 

of the Coast, Inc.

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

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

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

and Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing, 

LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, 

and Skip Williams.

Starfinder Roleplaying Game Core Rulebook. © 2017, Paizo Inc.; Authors: 

Alexander Augunas, Logan Bonner, Jason Bulmahn, Thurston Hillman, Amanda 

Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-MacFarland, 

Amber E. Scott, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, based on 

material by Jonathan Tweet, Monte Cook, and Skip Williams.
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