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graphic design elements and proper names are designated as Product Identity. Any rules,
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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.



ACCESSING: STAR LOGS.EM...

Welcome to Smr Locs. 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
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ACCESSING ARCHIVES
QUERY: XAURSI
Hello, and thank you for purchasing Stz Loc. EM-047: Xaugsi!
Once a prominent race across the Radiant Imperium, the
xaursi (pronounced sha-ur-see) were made despairingly few
in number following the destruction of their home world,
Azan, in wake of the Regicide. Known for their fervent
worship of the Xa-Oroso System’s binary stars and the deities
said to dwell within them, Xa and Osoro, the handful of
surviving xaursi who were off-world when Osoro imploded
are a somber lot who have grieved the loss of their god since
the end of the Nova Age, if not longer. Today they’re primarily
found on worlds that house ancient temples to the life-giving
emperor and empress, and few adventure forth into the world.
Among the most famous members of the xaursi race today
is Evitop Starspan (NG female xal xaursi envoy), a singer
and songwriter who is well-known for her sultry lyrics of love,
loss, and mourning. Born and raised on Eogawa, one of Ulo’s
moons, Evitop makes regular rounds across the Xa-Osoro
System and beyond. While she hasn’t reached the popularity
of intragalactic pop sensation Mitsuko Hane, Evitop is largely
regarded to be the face of the “dark country” genre, which
combines lyrics about folksy topics with lyrics in minor key
and unsettling rhythm. Less well-known is Maxu Xo (N
male oso saursi mystic), a young adult xaursi who left his
home on Tor to pursue a life studying the entropy of Osoro,
now a miniature black hole, among the wayang.
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XAURSI
Xaursi are chubby avian humanoids who, at first glance,
resemble a wide variety of owls from lost Azan. To many
races, a xaursi’s facial structures combined with the shape
and coloration of their feathers give them a cross, dowdy,
and slightly disapproving demeanor. Upon closer inspection,
however, most discover that xaursi are an inquisitive race who

delight in gossip and the whirl of social and political life.

PHYSICAL DESCRIPTION

Xaursi are slight creatures with hollow bones and thick,
bony beaks designed to rip and slice a variety of meats and
vegetables into manageable chunks. They have functional,
feathered wings growing from their backs and their forearms
and forelegs are scaled and clawed similarly to most birds of
prey. As a result, its rare for xaursi to wear gloves or footwear,
and those who do choose modified clothing that leaves their
lethal talons exposed. All xaursi are born as members of one
of two distinct subspecies: the diurnal xal and the nocturnal
o0so. Named for the Xa-Osoro System’s binary stars, the xal
have brilliant white plumage that shimmers in the presence
of sunlight while the oso have darkly colored plumage.
Xaursi children of both subraces can be born of couplings of
any xaursi, and as a result most xaursi believe that a xaursi’s
subrace is an indication of which of the Xa-Osoro System’s
stars is their personal patron.

At first blush, the speckled plumage of most xaursi appears
drab. However, their feathers are uniquely able to capture and
store solar energy, which they can release into scintillating
patterns that dance across their feathers like a brilliant lasers.
Most xaursi are capable of releasing this light in virtually all
colors of the rainbow and can control it with enough precision to
write entire words across their feathers. The most skilled xaursi
are able to draw vivid and ever-changing designs across their
bodies, some skilled enough to render themselves effectively
invisible by perfectly replicating the surrounding environment.

HOME WORLD
Xaursi were once inhabitants of the lost world Azan, alongside
humans, kitsune, tengu, and countless other races that now
find themselves scattered across the Xa-Osoro System. The
xaursi were leaders in the worship the stars Xa and Osoro,
with legends claiming that their people attracted the attention
of each star’s corresponding deity by performing elaborate
rituals involving the carrying of flaming torches to exquisite
monasteries atop massive mountains. All that and more was
destroyed in a single instant in wake of the Regicide, and the
advent of Blood Space. Their cultural and spiritual centers
primarily on the planet Azan, the only xaursi who survived the
Regicide were those who were off-world on other business,
and those remaining found themselves left adrift in a universe
that suddenly seemed dull and gray.

Today, most xaursi live in small communities built around

or near ancient temples to Xa and Osoro across the system,

with the largest being on Bantosian, Lunnox, Tor, and
Ashaleth. These communities mourn the loss of Osoro and
praise the grace and glory of Xa, largely convinced that the
world only remains because of her tenacity. Mostly allowed to
come and go as they please throughout the Radiant Imperium,
many view the xaursi and their plight with pity even today,
over 300 years later.

SOCIETY AND ALIGNMENT

Before its destruction, xaursi society was a dualist and holistic
approach to life that relied on powerful proverbs and metaphors
relating to the system’s twin suns to help better life. The diurnal
xal were seen as glittering bundles of cheer and joy, while the
nocturnal oso were seen as stoic optimists able to brighten even
the darkest of nights with proverb and psalm. In the wake of
the Regicide, however, xaursi culture and society have fallen
greatly. Few remember the old dances and psalms of earlier
generations, those traditions lost in the mnemonic aftershock of
the Nova Age, and most are somber, somewhat biting folk that
believe more in the cold, uncaring nature of the cosmos than in
the joy and liveliness of light. These feelings are especially true
in the o0so, as theirs was the patron star who died.

Despite immense feelings of sadness and loss, the xaursi are
incredibly loyal to the Radiant Imperium and have an unshakable
pride in their heritage and cultural history. Many value helping
others during trying times, as most xaursi have stories of
ancestors who received crucial aid and support following Osoro’s
death. Xals can be found virtually anywhere in the Radiant
Imperium, helping those who live beneath the warm glow of
their patron’s favor. Osos are significantly more widely spread
than their counterparts, and while most find themselves praying
and studying within the shadowy wayang citadels that orbit their
patron Osoro, now a black hole, just as many travel to places
where Osoro’s light could never have reached, to distant worlds
both within and outside of the Xa-Osoro System. As a result, oso
xaursi are the more common of the two subraces outside of the
Radiant Imperium, if only by small margins.

Xaursi communities usually consist of fifty or fewer individuals
that primarily concern themselves with the rearing of children.
Younglings are expected to wander in search of their personality
and professional calling, but most eventually return to the roost
community of their birth when ready to settle down and establish
a nest of their own. Xaursi are renowned for their curiosity
and loyalty and when they devote themselves to a corporation,
organization, or cause, they’re known to devote themselves
wholeheartedly, to the extent that many warn xaursi that they’re
easy to trick and exploit. Before Osoro’s death, xaursi were also
renowned for their flamboyance and gregariousness, but these
traits have been slowly replaced with a cultural somberness

resulting from the death of their beloved Osoro.

RELATIONS
Found across the Radiant Imperium, xaursi are integrated
well enough into the government’s infrastructure that they



are well-liked by most. Xaursi’s loyalty make them staunch
allies and trustworthy folk to dwarves and kasatha, while
their levelled thoughts on life is often appreciated by the
occasional halfling, They often match catfolk in inquisitiveness
and appreciate kitsune gregariousness, though seldom
reciprocate. Bleachling gnomes and wayangs see much of
their own outlooks on life reflected in the mournful xaursi,
especially in members of the oso subrace. Xaursi often clash
with elves, whom the xaursi view as being too whimsical in an

area rife with tragedy.

ADVENTURERS

Wandering is the way of the xaursi, but in wake of the
Regicide, that wandering can be anything from a search to
assist the wounded and needy, a pilgrimage in search of the
meaning of life, or a solemn shuffle from one meaningless
world to the next. Xaursi who become adventurers often fall
somewhere between these three extremes, whether they’re
young souls seeking a calling or older folk who have devoted
themselves to some grand vision or scheme. Xaursi are natural
operatives, but their brittle bones make them less-suited to
life as soldiers, solarians, and similar rough-and-tumble
professions. Xal xaursi make particularly good envoys, while
the more open-minded oso often become mystics as they
search the stars for answers and purpose following Osoro’s
death. Finally, the rare xaursi who finds themselves interested
in mechanical tinkering are strongly suited for life as a

technornancer ora mechanic.

NAMES

Xaursi names begin with familial designations like “Whitewing’
or ‘Boldbeak’, and traditionally refer to a shared familial feature
such as the color of their feathers or the prominence of their
talons or breaks. Their personal names are almost always related
to astronomy, light or admired virtues and often incorporate
words or syllables from a mixture of their native tongue and
Common. Some examples of Xaursi given names include:

Aurora, Candor, Hue, Lucent, Orbit, Syzygy or Valiant.

XAURSI RACIAL TRAITS

See Below

2 Hit Points

Xaursi are humanoids with the xaursi subtype and are Small.
They have a base speed of 20 feet and an extraordinary fly
speed of 30 feet with average maneuverability. Until 5th
level, a xaursi must end their movement on the ground at
the end of each turn or fall.

Dimorphic: All xaursi gain +2 Dexterity and -2
Constitution at character creation. Xal xaursi are gregarious
(+2 Charisma at character creation) while oso xaursi are
observant (+2 Wisdom at character creation).

Faerie Feathers: A xaursi can create motes of light that

dance across their bodies with incredible accuracy. Each

time the xaursi uses this ability, they choose one of the

NEW CREATURE SUBTYPE GRAFT

Use the following creature subtype graft to create xaursi
NPCs.

XAURSI
This subtype is applied to xaursi and creatures related to
Xaursi.

Traits: Low-light vision, fly speed of 30 feet (average
maneuverability; if the creature is of the xaursi race, it
also gains the faerie feathers, natural weapons, and xaursi
resistances racial traits. Any use of the faerie feathers racial
trait that normally grants a skill bonus instead increases the
xaursi’s bonus in the indicated skill to that of a good skill (or
to that of a master skill, if that skill is already a good skill).

following benefits to gain. Activating or dismissing this
ability or changing to a different benefit is a move action.

» The xaursi’s body sheds light in a 10-foot radius, as if they
were a lantern.

» The xaursi gains a +2 racial bonus to one of the following:
Bluff checks to create a distraction or feint, Disguise checks
to change their appearance, or Stealth checks to hide. This
benefit is a sense-dependent ability that functions only
against creatures that can see the xaursi.

» The xaursi gains a +2 racial bonus to dirty trick combat
maneuver attempts used to blind a creature. This benefit
is a sense-dependent ability that functions only against
creatures that can see the xaursi.

» The xaursi gains resistance 2 against a single energy type (fire
or electricity)

Low-Light Vision: Xaursi can see in dim light as if it were
normal light. For more details, see the Senses section of
Chapter 8 in the STrFINDER CORE RULEBOOK.

Natural Weapons: Xaursi are always considered armed.
They can deal 1d3 lethal damage with unarmed strikes and
the attack doesn’t count as archaic. Xaursi gain a unique
weapon specialization with their natural weapons at 3rd
level, allowing them to add 1-1/2 X their character level
to their damage rolls for their natural weapons (instead of
just adding their character level, as usual).

Xaursi Resistances: Xaursi gain a +2 racial bonus to saving
throws against darkness, light, and shadow effects.

NEW FEAT

The following feats are available to xaursi characters.

DOUBLE FAERIE FEATHERS
You can benefit from multiple uses of your faerie feathers
racial trait at the same time.

Prerequisites: Xaursi subtype.

Benefit: Whenever you use your faerie feathers racial trait,
you can choose two benefits and gain both simultaneously.
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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, magi(‘al 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 grantYou 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: IfYou are contributing original
material as Open Game Content, You represent thatYour 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

== I ————
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
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to fantastic magical powers, Everyman
Gaming's got what you need!



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 unlessYou 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 thenYou 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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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 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-027: Xaursi © 2018, Everyman Gaming LLC; Authors: Hilary
Murphy Moon.
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