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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-029 Accessing Archives
Query: Boarding Rules
Hello, and thank you for purchasing Star Log.EM029: Boarding 
Rules! Being boarded by an enemy starship is one of the most 
terrifying things that can happen to a starship cruising the 
Xa-Osoro System, for many residents of the longer-lived 
species of the Radiant Imperium remember the anarchy that 
befell the system after the imperium’s collapse. During those 
dark years, space pirates had free roam of the entire system, 
and slavers, thieves, and enigmatic entities from beyond the 
system alike would debilitate enemy ships and storm them, 
pillaging whatever they wanted from the crew and often 
taking countless people prisoner so they could be dragged 
off to vile black market slave auctions, disappearing from the 
public eye forever. Perhaps the most notable practice from 
this era was the widespread seizure of children from wrecked 
ships to be sold into slavery as collateral (see Star Log.EM-003: 
Collateral Characters for more information).

Today, the Xa-Osoro System is significantly safer then it 
has been just decades ago thanks to the Radiant Imperium’s 
allegiances with the system’s corporations. While operating 
as a slaver or space pirate has become significant harder 
with the reinforcement of anti-slavery and anti-pirating 
laws alongside renewed efforts to brand slavery especially as 
morally repulsive, morally repugnant corporations still pay 
handsomely for cheap labor and services, and there are plenty 
of gnoll slavers willing to sin grievously for credits. 
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Boarding Rules
Boarding an enemy ship is a strategy used by militaries for time 
immemorial to sow chaos and pillage valuables. The following 
rules describe how characters board enemy starships for this aim.

Docking and Landing Starships

All starships have the capacity to dock or land, allowing its crew 
to disembark from the starship as needed. See the dock or land 
a starship task of the Piloting skill on this page for information 
about using that skill to disembark safely from your starship.

Docking a Starship (1d6 × 10 minutes): Docking a 
starship to a space station or another starship connects your 
starship’s docking port to a corresponding docking port on 
the space station or starship that you’re docking with.

Landing a Starship (1d6 × 10 minutes): Landing a 
starship on a solid surface, such as an asteroid or a planetoid, 
allows you to disembark from your starship at your leisure. 
Typically you’d use your starship’s docking port to disembark 
once you’ve landed, but if your starship has a cargo hold with 
an external port you can also exit from there, though doing so 
breaks the expansion bay’s air lock.

Invading A Starship

There are two methods for boarding an enemy space station 
or starship—breaching the enemy’s hull or overriding their 
docking ports. Once you’ve succeeded at one of these tasks, 
you can send a boarding party onto the enemy starship.

Breaching a Starship’s Hull

Whenever your starship hits an enemy starship with a starship 
weapon and deals at least 1 Hull Point of damage, their 
starship’s hull becomes breached until the end of the gunnery 
phase, after which the ship seals the breach to prevent loss 
of personal and atmosphere. If you hit the enemy starship 
with a weapon with the attach or board special property, the 
breach remains for as long as the weapon remains attached or 
imbedded into the enemy starship.

Alternatively, if you are adjacent to a starship or directly on 
its hull (such as by using magnetized boots that prevent you 
from falling off as the ship travels through space), you can use 
any weapons or explosives you possess to attempt to breach 
a starship. Doing so requires that you deal at least 10 points 
of damage to the starship with a single attack, treating the 
starship’s Critical Threshold as its hardness for this purpose.

Overriding a Starship’s Docking Ports

All starships possess an air locked docking port that allows 
the starship’s crew to disembark from the vessel to another 
starship or a space station that they have docked with. You can 
use the Computers skill to override a starship’s docking port, 
causing it to extend and allowing direct access to the starship 
for boarding. See the override a starship’s docking port 
Computers task or the override enemy docking port science 
officer action for more information.

NPC Boarding Parties

Boarding parties allow you to form a team of combatants that 
wreck havoc on an enemy starship, dealing damage to the 
starship’s Hull Points each round. To form a boarding party, 
you must construct a group of at least 4 NPC crew members 
whose total CR is equal to the ship’s tier. Whenever you breach 
an enemy ship’s hull or override an enemy ship’s docking port 
during a starship combat, you can dispatch one boarding party 
into the enemy ship at the end of the gunnery phase. Each round 
at the start of the the helm phase, the enemy ship takes 1d8 
Hull Points of damage, plus an additional 1d8 damage for every 
2 tiers your starship has. Dispatching additional teams into an 
enemy ship increases the damage done to the enemy ship each 
round by 1d8, up to a maximum of 1d8 per  CR of your starship.

If you’ve been boarded and you’re the captain, you can use 
the apprehend boarder captain action to reduce or end the 
damage done by the boarders.

PC Boarding PArties

If the PCs choose to form a boarding party, they must 
construct a group consisting of every PC participating in the 
starship combat. The PCs cannot act in a starship role while 
acting in a boarding party, meaning they must typically rely 
on NPC crew members to fulfill these roles while doing so. 
However, the PCs can still take minor crew actions provided 
they’re still on their starship.

If the PCs manage to successfully board an enemy starship 
during a starship combat, they transition into standard 
combat with 6-second rounds instead of starship rounds. The 
GM should provide the PCs with combat encounters while 
on the enemy starship with a CR that is between the ranges of 
the starship’s tier – 1 and the starship’s tier + 3, culminating 
with the PCs storming the enemy starship’s bridge. Whether 
or not the starship combat continues while the PCs are 
aboard the enemy ship is up to the GM—the enemy crew 
might divert all hands to dealing with the invaders, effectively 
ending the starship combat, or combat might continue with 
the PCs acting in 6-second rounds for 1 to 10 minutes 
between starship rounds.

New Piloting Task
You know how to drive vehicles, pilot starships, and navigate. 
A character can use the Piloting skill to accomplish the 
following skill tasks in addition to those described in the 
Starfinder Core Rulebook.

Dock or Land a Starship

When piloting a starship, you can attempt a Piloting check to 
dock your starship with a space station or starship, or to land 
your starship on solid ground. Successfully docking or landing 
requires a successful DC 10 Piloting check if you attempt 
to do so manually. If you fail, your starship takes Hull Point 
damage equal to its Critical Threshold, as does any starship 
you were attempting to dock with. You can’t dock with a space 
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New Captain Action
As a captain, you make decisions that the rest of the crew acts 
upon and issue those decisions  as orders, depending on your 
ranks in the Diplomacy or Intimidate skills or your character 
level. These actions can be taken during any phase.

Apprehend Boarder (Any Phase)

You can issue orders that allow your crew to apprehend or 
subdue enemy boarders. Whenever your starship is boarded, 
you can reduce the amount of Hull Point damage that your 
starship takes each round by 1d8 by succeeding on a Diplomacy 
check (DC 10 + + 1-1/2 × the enemy starship’s tier). For 
every 5 higher than the result of your Diplomacy check is 
than this DC, you reduce the amount of Hull Point damage 
that your starship takes by an additional 1d8 (minimum 0). 
Alternatively, you can grant this same bonus by succeeding at 
a Intimidate check with the same DC.

New Science Officer Action
As a science officer, you can take the following actions during 
a starship combat, depending on your ranks in the Computers 
skill. These actions can be taken only during the helm phase.

Override Enemy Docking Port (Helm 

Phase, Push)

You can override an enemy starship’s docking protocols, forcing 
the starship to deploy its docking port and connect it with your 
starship’s docking port. This functions identically to using the 
Computers skill to override a starship’s docking port, except it 
requires a science officer action instead of a full action.

New Starship Weapons
The starship weapons detailed on Table 1: Starship Weapons 
are intended for close quarters skirmishing between starships, 
or to enable the crew of one starship to invade another vessel. 
If a weapon possesses a range or special property that is not 
defined within the Starfinder Core Rulebook, that range or 
special property is defined below.

station or starship that doesn’t want you to dock with them 
(but see the override docking port Computers task below).

If enemies or environmental conditions pose a significant 
threat to your starship, the Piloting DC to dock or land a 
starship increases to 15 + 1-1/2 × the starship’s tier. Depending 
on the condition, additional penalties may modify this DC as 
determined by the GM, imposing as much as a –5 penalty to 
your Piloting checks. In addition, if you fail the Piloting check 
to dock or land your starship by 5 or more in such conditions, 
the amount of damage your starship takes is doubled if you fail 
by 5 or more, tripled if you fail by 10 or more, and so on.

Starships with a computer possess an autopilot that allows 
them to dock or land themselves in nonhazardous conditions. 
With autopilot enabled, you gain a +10 circumstance bonus 
to Piloting checks to dock or land a starship if the Piloting 
DC is 10 or lower.

New Computers Task
You know how to hack computers to get them to do what you 
want. A character can use the Computers skill to accomplish 
the following skill tasks in addition to those described in the 
Starfinder Core Rulebook.

Override a Starship’s Docking Port

You can force a starship to extend its docking port, allowing 
you access to that ship or forcing it to connect to your starship’s 
docking port. You must be within 60 feet to attempt this task. 
If you are aboard a starship, you can attempt this task if the 
enemy starship is occupying a hex that is adjacent to 1 hex 
occupied by your starship. Successfully overriding a starship’s 
docking port takes 1 minute and requires a Computers check 
with a DC equal to 15 + 1-1/2 × the starship’s tier. If you 
succeed, the starship’s docking port extends to the ground or 
your starship’s docking port (your choice). You retain access to 
the docking port’s functions for 24 hours, and you can prevent 
other creatures from gaining access to the docking point unless 
they succeed on a Computers checks with a DC equal to 1 + 
your Computers check result.

Table 1: Starship Weapons
Light Weapons Range Speed (in Hexes) Damage PCU Cost (in BP) Special Properties

Direct-Fire Weapons
Adamantine boring drill Melee — 6d4 15 10 Attach
Adamantine claw Melee — 3d4 10 5 Attach
Tracking Weapons
Insertion pod Long 10 2d6 12 4 Board (1, escape pod)

Heavy Weapons Range Speed (in Hexes) Damage PCU Cost (in BP) Special Properties
Tracking Weapons
Intrusion pod Long 10 5d8 15 10 Board (2, life boat)

Capital Weapons Range Speed (in Hexes) Damage PCU Cost (in BP) Special Properties
Direct-Fire Weapons
Gravity vortex Medium — 2d4 × 10 15 10 Tractor beam, vortex
Tracking Weapons
Invasion pod Long — 2d6 × 10 15 6 Board (4, life boat)
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Range

Some starship weapons have the following new range.

Melee

A melee ship weapon has a range of 1 hex; it can only be 
used to attack ships that are both adjacent to the starship and 
within the same quadrant (front, port, starboard, or aft) as 
the weapon. You can use a melee weapon to attack an enemy 
starship that is in your starship’s space, such as when an enemy 
starship moves through your starship’s space.

Special Properties

Some starship weapons have the following new special properties.

Attach

A weapon with this special property attaches the attacking 
ship directly to the defending ship if it deals Hull Point 
damage, breaching the enemy ship’s hull and causing the 
attacking starship to become tethered to the defending ship 
(if performing a flyby attack, the attacking ship must end its 
movement in an adjacent hex to benefit from the attached 
effect). The defending starship can still move and takes no 
other negative effects, but when the defending ship moves, the 
attacking starship moves with it and remains adjacent in the 
same relevant position. A pilot on the defending ship can shake 
off the attacking ship by succeeding at a Piloting check (DC 
15 + 1-1/2 × the starship’s tier). Succeeding at this check 
negates the attached effect, so the attacking ship does not 
move with the defending ship when it moves. Failure causes 
the defending ship to take Hull Point damage equal to the 
attach weapon’s damage, ignoring any shields the defending 
ship has, in addition to the attacking ship still moving when 
the defending ship moves. The attached effect continues until 
the end of the following helm phase.

If the attacking starship has any boarding parties, one 
automatically deploys from the attacking ship to the defending 
ship when the attacking ship attaches to the defending ship. 

Board

A weapon with this special property contains basic life support 
to transport the indicated number of Small or Medium crew 
members for boarding. If it deals Hull Point damage, the pod 
imbeds itself into the ship, breaches the enemy starship’s hull, 
and ejects its occupants into one of the external ship’s external 
chambers. If the weapon doesn’t deal Hull Point damage, it 
functions thereafter as a life boat or escape pod (as indicated).

An attached pod can be removed by a ship arm (see Star 
Log.EM-024: Expansion Bays) of the target ship during the 
gunnery phase after the occupants have been ejected into the 
target ship (but potentially before they have initiated normal 
combat). The compromised chamber might lose atmosphere 
at the GM’s decision.
 

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 

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 

06



Now Available
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