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accessing
Star Logs.Deluxe
Access granted. Welcome to Star logS.deluxe, 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.deluxe 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.deluxe files. Some Star 
logS 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.deluxe 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.deluxe series you’ll feel the same!

~ Alexander Augunas
Publisher & Crunchmaster of Everyman Gaming LLC

Star Log.Deluxe
Zoomer Base Class

Accessing Archives
Query: Zoomers
Hello, and thank you for purchasing Star log.deluxe: ZoomerS! 
Zoomers are a unique class that focuses on speed and agility 
first and foremost—design-wise they exist between the 
soldier and the operative in role. They’re agile combatants 
with a full base attack bonus and a relatively small list of 
class skills like soldiers, but they rely primarily on quick, 
low-damage weapons and have built-in agility and speed 
boosts like operatives. Chances are that when you look at the 
operative, you’ll see several mechanics that directly call back 
to these roots, like stunts that resemble operative exploits or 
class features that remind you of soldier class features. But 
there’s also a lot of unique gameplay in the zoomer too. They 
rely more on static bonuses to deal damage, so they tend to 
be more consistent then either soldiers or operatives. They 
also have unique special abilities that tie directly into piloting, 
and cool movement-based abilities that let them move in ways 
other classes can’t.

In the Xa-Osoro system, zoomers are a relatively new-
but-lucrative class, with most of them using state-of-the-art 
technology to reach their superhuman speeds. Those that 
possess unusual gifts or powers, however, often trace their 
apotheosis back to Blood Space, citing similar sources to the 
very forces that recently began to give rise to genetic knacks 
(see Star log.deluxe: genetiC KnaCKS for more information).
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You move like lightning, racing about faster before most minds can even react. 
Your speed is unmatched, allowing you to dart about with unfettered mobility. 
Your speed might be the result of special equipment—like a pair of enerskates 
or a hover board—special cybernetic enhancements, or a mystical force that 
enables you to move at impossible speeds. For this reason, you live on the 
edge of your seat as you race from place to place while living life to its fullest.

As a zoomer, you’re resilient and athletic—constant running, skating, 
or hover boarding requires exceptional physical fitness after all. You also 
have surprising martial skill at your disposal—although your knowledge 
of advanced weaponry is limited, you’re skilled at combat if for no other 
reason than your attacks are simply too tough to follow with the naked eye. 
You excel at out maneuvering your foe, and you’re even pretty decent at 
piloting vehicles so long as they move fast enough to sate your velociophilic 
tendencies. Although you likely have your own personal set of morals that 
you follow, at the end of the day your only true ethos is your insatiable need 
for speed.

Key Ability Score
Your Dexterity helps you dodge enemy attacks and makes 
your attacks more effective, so Dexterity is your key ability 
score. High Intelligence helps boost your skills, especially 
engineering.

Stamina Points
7 + Constitution Modifier.

Hit Points
7 

Class Skills
Skill Ranks per Level: 6 + Intelligence Modifier

Acrobatics (Dex) Physical Science (Int)
Athletics (Str) Piloting (Dex)
Engineering (Int) Profession (Cha, Int, or Wis)
Perception (Wis)

Proficiencies

Armor Proficiency
Light armor

Weapon Proficiency
Basic melee weapons, grenades, small arms

Zoomer
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DEADLY PRECISION (EX); 1ST LEVEL
You gain a bonus to damage rolls made with small arms 
weapons, thrown weapons (except grenades), and operative 
melee weapons equal to your Dexterity modifier (minimum 
+0). This bonus cannot exceed your zoomer level, regardless 
of your actual Dexterity modifier. For instance, if you are a 
1st-level zoomer with a Dexterity modifier of +4, you gain 
a +1 bonus to damage rolls with these weapons at 1st-level, 
increasing to +2 at 2nd-level, +3 at 3rd-level, and so on. At 
3rd level, if you have Weapon Specialization with small arms 
or operative melee weapons, you add your zoomer level to 
damage with those weapons types plus half your character 
level in all other classes. 

Additional damage from this ability does not stack with the 
additional damage from attacks made as part of a class feature, 
such as an operative’s trick attack.

JITTERS (EX); 1ST LEVEL
You are always ready for action, and your quick thinking 

allows you to react to dangerous situations before most. 
You gain a +1 insight bonus on initiative checks. This bonus 
increases by +1 at 3rd level and every 4 levels thereafter.

ZOOM DASH; 1ST LEVEL
You possess some means of moving much faster than usual—
either a piece of special technology called a “zoomgear” or a 
supernatural gift bestowed upon you in a freak accident or by 
some unseen force. You choose the source of your zoom dash 
ability at 1st-level—once chosen, it cannot be changed. 

If you choose zoomgear, this item takes the form of a hover 
board, a pair of jet skates, or some similar technological item 

that merges with your footgear when not in use. Donning or 
stowing a zoomgear requires no action, but you cannot do 
so while you’re asleep, dazed, helpless, paralyzed, stunned, 
unconscious, dying, or dead.  Zoomgear doesn’t limit or 
restrict what kind of equipment you can use or wear, and 
if destroyed you can replace it for free after 24 hours of 
uninterrupted work. If you don’t have at least 1 rank in 
Engineering, you can only replace your zoomgear in this 
manner within a civilized area of at least 1,000 people.

If you choose supernatural gift, this ability is a supernatural 
ability and is subject to all effects that suppress or negate 
supernatural abilities.

While your zoomgear is donned or you’re benefiting from 
your supernatural gift, your land speed increases by 10 feet. 
At 3rd level, your land speed instead increases by 20 feet, at 
9th level your land speed instead increases by 30 feet, and at 
15th level, your land speed instead increases by 40 feet. 

ZOOMER’S EDGE (EX); 1ST LEVEL
You are inherently gifted at movement and momentum, both 
on-foot and when piloting a vehicle or starship. You gain a free 
skill rank in Acrobatics and Piloting at each zoomer level (this 
does not allow you to exceed the maximum number of skill 
ranks in a single skill). In addition, you gain Skill Focus with 
both skills as a bonus feat. The insight bonus that you gain 
from your Skill Focus feat increases by +1 at 11th level land 
every 4 levels thereafter, to a maximum of +6 at 19th level.

EVASION (EX); 2ND LEVEL
If you succeed at a Reflex save against an effect that normally 
has a partial effect on a successful save, you instead suffer no 

Table: Zoomer
Level BAB Fort Ref Will Class Features

1st +1 +0 +2 +2 Deadly precision, jitters +1, zoom dash +10 ft., zoomer’s edge
2nd +2 +0 +3 +3 Evasion, zoomer stunt
3rd +3 +1 +3 +3 Jitters +2, zoom dash +20 ft., weapon specialization
4th +4 +1 +4 +4 Zoomer stunt
5th +5 +1 +4 +4 Racing attack, zoomer’s advance (half move)
6th +6 +2 +5 +5 Zoomer stunt
7th +7 +2 +5 +5 Jitters +3, uncanny agility
8th +8 +2 +6 +6 Zoomer stunt
9th +9 +3 +6 +6 Zoom dash +30 ft., zoomer’s advance (move)
10th +10 +3 +7 +7 Zoomer stunt
11th +11 +3 +7 +7 Jitters +4, zoomer’s onslaught
12th +12 +4 +8 +8 Zoomer stunt
13th +13 +4 +8 +8 Zoomer’s advance (double move)
14th +14 +4 +9 +9 Zoomer stunt
15th +15 +5 +9 +9 Jitters +5, zoom dash +40 ft.
16th +16 +5 +10 +10 Zoomer stunt
17th +17 +5 +10 +10 Zoomer’s advance (triple move)
18th +18 +6 +11 +11 Zoomer stunt
19th +19 +6 +11 +11 Jitters +6
20th +20 +6 +12 +12 Incredible advance, zoomer stunt
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effect. You gain this benefit only when unencumbered and 
wearing light armor or no armor, and you lose the benefit 
when you are helpless or otherwise unable to move.

ZOOMER STUNT; 2ND LEVEL 
As you gain experience, you learn to perform sick stunts using 
vehicles or your incredible speed, optimizing your momentum 
to incredible effect. Some stunts function only when you are 
using your zoomgear or piloting a specific kind of vehicle.

You learn your first zoomer stunt at 2nd level, and you 
learn an additional zoomer stunt at 4th level and every 2 levels 
thereafter. If a zoomer stunt allows a saving throw to resist its 
effects, the DC is equal to 10 + half your zoomer level + your 
Dexterity modifier. If a zoomer stunt requires an opponent to 
attempt a skill check, the DC is equal to 10 + 1-1/2 × your 
class level + your Dexterity modifier.

Unless otherwise specified, you can’t learn zoomer stunts 
more than once. The list of zoomer stunts appears below.

WEAPON SPECIALIZATION; 3RD-LEVEL
You gain Weapon Specialization as a bonus feat for each 

weapon type this class grants you proficiency with. 

RACING ATTACK (EX); 5TH LEVEL
As a standard action, you can make a charge attack without the 
charge penalties, and you can substitute any combat maneuver 
of your choice for the melee attack at the end of the charge. 
When you gain the zoomer’s onslaught class feature, you can 
make two attacks or combat maneuver attempts instead of one 
at the end of your charge, both with a –4 penalty. When you gain 
the incredible advance class feature, you can make three attacks 
instead of one at the end of your charge, all with a –6 penalty.

ZOOMER’S ADVANCE (EX); 5TH LEVEL
You can quickly advance across the battlefield, setting yourself 
up in the perfect location. You can spend 1 Resolve Point to 
move up to your speed as a swift action. At 9th level, you can 
spend 2 Resolve Points to move up to double your speed as a 
swift action. At 13th level, you can spend 2 Resolve Points to 
move up to triple your speed as a move action. At 17th level, 
you can spend 2 Resolve Points to move up to four times your 
speed as a move action. 

You cannot use this ability while wearing heavy armor or 
powered armor, or while encumbered or overburdened.

UNCANNY AGILITY (EX); 7TH LEVEL
You are immune to the flat-footed condition, and your 
opponent doesn’t gain any bonuses to attack rolls against 
you from flanking you or attacking you when you’re prone. 
Furthermore, covering fire and harrying fire don’t provide 
any advantages against you.

ZOOMER’S ONSLAUGHT (EX); 11TH LEVEL
When you make a full attack, you can make up to three attacks 

instead of two attacks. You take a –6 penalty to these attacks 
instead of a –4 penalty.

INCREDIBLE ADVANCE (EX); 20TH LEVEL
You can move at incredible speeds. Whenever you use 
the charge, run, or withdraw action, your speed doubles 
(including bonuses to your speed from class features and 
feats). In addition, you can use the run action as a swift action 
without provoking any attacks of opportunity at any point 
during your movement. After using this ability to use the run 
action as a swift action, you can’t do so again until you rest for 
10 minutes to regain Stamina Points.

ZOOMER STUNTS
You learn your first zoomer stunt at 2nd level, and an 
additional stunt every 2 levels thereafter. Zoomer stunts 
require you to have a minimum zoomer level, and they are 
organized accordingly. Some require you to meet additional 
prerequisites, such as having other stunts.

2nd Level
You must be 2nd level or higher to choose these zoomer stunts.

Charging Assault (Ex): Whenever you charge, you can 
make a ranged attack with a small arms weapon or a thrown 
weapon at the end of the charge instead of a melee attack. This 
ranged attack provokes an attack of opportunity as normal. In 
addition, you can end your charge early in any square that is 
at least 10 feet from your starting square instead of having to 
end your charge in the closest available square from which you 
could attack your opponent with a melee attack.

Drive-By Attacker (Ex): When you attack while driving 
in or riding a vehicle, you reduce the penalty on attack rolls 
imposed upon you by your vehicle by –2 (minimum 0). In 
addition, whenever you use the snap shot minor crew action, 
you don’t take the usual –2 penalty to your gunnery check.

Expanded Edge (Ex): Choose one Strength- or 
Dexterity-based skill that you are trained in that and haven’t 
selected with Skill Focus. You gain Skill Focus with that skill as 
a bonus feat, and the insight bonus from this feat improves with 
your level, as described by the zoomer’s edge class feature. 
You can select this zoomer stunt multiple times. Each time, 
you must select a different Strength- or Dexterity-based skill 
that you are trained in and haven’t selected with Skill Focus.

Guarded Passenger (Ex): Whenever you are piloting or 
riding in a vehicle that gives you partial cover, you gain an 
additional +2 bonus to your AC. Whenever you are piloting or 
riding in a vehicle that gives you total cover, increase the cover 
bonuses that you gain by +1.

Hasty Crawl (Ex): Whenever you crawl, you are not 
considered prone and you add the movement bonus from your 
zoom dash class feature to the total distance that you can crawl 
as a move action.

Juking Charge (Ex): When you charge an opponent, 
you can attempt an Acrobatics check with a DC equal to 15 
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+ 1-1/2 × the designated opponent’s CR. If you succeed, 
your movement during the charge doesn’t need to be directly 
towards the designated opponent, although the total distance 
that you move cannot exceed twice your movement, and you 
must end your movement in a position that enables you to make 
an attack with a thrown weapon or a melee weapon against 
the designated opponent. (If you are attacking with a thrown 
weapon at the end of your charge, you must end your movement 
so that the designated opponent is within your attack’s first 
range increment.) If you fail, the charge fails, and you instead 
move towards the designated opponent however you please, as 
if you had taken a movement action as a full action.

Incredible Initiative (Ex): You are able to prepare to take 
multiple actions when certain triggers occur. Whenever you 
ready an action, you can decide on two actions (standard, move, 
or swift) and a trigger for each. You take the action you chose 
when its corresponding trigger occurs. You can use this ability 
to ready two move actions if you wish, but you can’t ready more 
than one standard action or one swift action at a time. At 8th 
level, you can ready three actions as described above.

Nimble Zoom (Ex): Add your movement speed bonus 
from the zoom dash class feature to the total amount of 
difficult terrain that you can move through each round as if it 
were normal terrain each round using the Nimble Moves feat. 
For instance, if you have a movement speed bonus of +20 feet, 
you could move through a total of 40 feet of difficult terrain 
each round as if it were normal terrain. You must have the 
Nimble Moves feat to learn this stunt.

Reactionary (Ex): You can take reactions before the first 
time you act in a combat. Additionally, starting at 3rd level, 
you can spend 1 Resolve Point as a reaction to act during 
a surprise round that you wouldn’t normally get to act in, 
rolling an initiative check as normal to determine when you 
act during the surprise round.

Seize Control (Ex): You can gain control over an 
uncontrolled vehicle as a swift action. Once during any 
starship combat, you can switch between roles (or assume a 
role if you don’t already have one) at the start of any phase. 
You cannot use this ability more than once per round, and 
once you use this ability you cannot use it again until you rest 
for 10 minutes to regain Stamina Points.

Uncanny Pilot (Ex): When you attack while you’re driving 
a vehicle, you halve the vehicle’s penalty to your attack roll (to 
a minimum of no penalty if the vehicle normally imposes a 
–1 penalty). When you’re in a chase, you gain a +2 bonus to 
skill checks you attempt when taking the evade or trick pilot 
actions. When you’re the pilot during a starship combat, you 
can combine the evade stunt and any other stunt into a single 
stunt. When doing so, attempt two Piloting checks (one for 
each stunt) and add 5 to the DC for both stunts.

Zoomer Endurance (Ex): Whenever you attempt a 
Constitution check to continue running on a local scale or 
as part of a forced march, add your zoomer level to your 
Constitution modifier. In addition, you can travel long-distances 

while running without getting tired, increasing the maximum 
distance that you can cover in 1 day while using overland 
movement by ×4 (or by ×5 if you have the Jet Dash feat).

Zoomer Feat: You gain a bonus feat in addition to those 
gained from normal advancement. You must meet the feat’s 
prerequisites, and the feat must be selected from the following 
list: Fleet, Improved Sidestep, Jet Dash, Kip Up, Mobility, 
Nimble Moves, Shot on the Run, Sidestep, Sky Jockey, Spring 
Attack, Step Up, or Step Up and Strike. Once chosen, this feat 
cannot be changed. You can select this zoomer stunt multiple 
times. Each time, you must select a different feat to learn.

8th Level 
You must be 8th level or higher to choose these zoomer stunts.

Blurred Movement (Ex): Whenever you move 10 or 
more feet during a movement action or charge, all attacks 
made against you until the start of your next turn have a 20% 
miss chance, as if from concealment. This doesn’t stack with 
miss chances from actual concealment or effects that work like 
concealment. You gain this benefit only when unencumbered 
and wearing light armor or no armor, and you lose the benefit 
when you are helpless or otherwise unable to move.

Dash Through (Ex): Whenever you charge, you can 
attempt an Acrobatics check with a DC equal to 15 + 1-1/2 
× your target’s CR. If you succeed, you slide under or leap 
above your target, catching them off-guard. This grants you a 
+1 insight bonus to all attacks that you make against the target 
of your charge that you have specialization with.

Defy Physics (Ex): Whenever you use the charge, 
movement, run, or withdraw actions, your momentum is so 
great that you can run up vertical and horizontal surfaces (such 
as a sheer cliff or a ceiling), soar through the air, and even run 
across water. Effectively, this functions as if you possessed a 
climb speed and a fly speed with perfect maneuverability, and 
it allows you to wall across ceilings without needing to make 
Climb checks or failing and tread on any liquid as if it were 
firm ground (mud, oil, snow, quicksand, running water, and 
even lava can be traversed easily, but you are still subject to any 
damage inflicted by the liquid based on proximity, such as fire 
damage from treading on lava). You must end this movement 
on solid ground or you fall (or sink, as appropriate) at the end 
of your movement.

Guarded Advance (Ex): Whenever you take a move 
action to move your speed, you can spend 1 Resolve Point 
to prevent the first 5 feet of movement that you make from 
provoking any attacks of opportunity, as if that 5 feet of 
movement had been a guarded step.

Hasted Boost (Ex): As a move action, you can focus 
yourself to further enhance your speed, granting yourself the 
benefits of a haste spell for a number of rounds equal to your 
level. Once the effect ends (or if you dismiss it early as a free 
action). Once you have used this ability, you cannot use it again 
until after you take a 10-minute rest to regain Stamina Points.

Improved Zoom Dash (Ex): You gain double the 
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benefits of your zoom dash ability, up to a maximum 
additional increase of +30 feet. This bonus doesn’t increase 
the total amount of bonus movement that you gain from the 
zoom dash class feature for the purpose of determining the 
effects of other stunts (such as the nimble zoom stunt) unless 
the stunt specifically says otherwise.

Outstanding Initiative (Ex): Instead of reading up to 
three actions using the incredible initiative stunt, you can 
ready one full action. When doing so, you cannot ready any 
additional actions for that round. You must have the incredible 
initiative stunt to learn this stunt.

Pedal to the Metal (Ex): You add your zoom dash class 
feature’s movement speed bonus to the speed of any vehicle 
you pilot (but not its full speed). When you are piloting a 
starship through Hyperspace, you roll the number of days 
that your journey takes twice and choose which result to use. 
When you are piloting a starship during a starship combat and 
no other character is filling the science officer role, you can 
use the divert science officer action as if it were a minor crew 
action, but only to divert power to your starship’s engines. 
When diverting power to your engines in this manner, your 
starship’s speed only increases by 1 instead of the usual 2.

Speedy Expert (Ex): Whenever you attempt a skill task 
with a skill that you are trained in that takes 1 minute or more 
to perform, you reduce the amount of time it takes to use that 
skill task by half. For example, you could attempt a Diplomacy 
check to gather information in half of 1d4 rounds. In addition, 
you can move without penalty when using Acrobatics or 
Stealth at your full speed.

14th Level
You must be 14th level or higher to choose these zoomer stunts.

Displaced Movement (Ex): You move so fast that it is 
near impossible to see you. Increase the miss chance that you 
gain from blurred movement to 50% instead of 20%. You must 
have the blurred movement zoomer stunt to learn this stunt.

Improved Evasion (Ex): When you fail a Reflex save 
against an effect that has a partial effect on a successful save, 
you take the partial effect instead of the full effect. You must 
have evasion to learn this stunt.

Improved Nimble Zoom (Ex): You add twice your 

movement speed bonus from the zoom dash class feature to 
the total amount of difficult terrain that you can move through 
each round using the Nimble Moves feat each round instead 
of just the base movement speed bonus that you gain from 
that class feature. You must have the Nimble Moves feat, the 
nimble zoom stunt, and the improved zoom dash stunt to 
learn this stunt.

Instant Charger (Ex): When you charge, you are only 
required to move at least 5 feet (1 square) instead of the usual 
restriction of 10 feet (2 squares). You must have racing attack 
to learn this stunt. 

Lightspeed Dash (Ex): When you charge or take a 
standard action to move up to your speed, your movement 
doesn’t provoke attacks of opportunity. You still provoke attacks 
of opportunity normally when making ranged attacks or casting 
spells. You must have racing attack to learn this stunt.

Zoomer Whirlwind (Ex): As a full-round action, you 
can move up to twice your speed. If your movement creates 
a closed circular area whose radius does not exceed a total of 
5 feet per 2 zoomer levels you possess (minimum 5 feet), you 
create a powerful whirlwind that can pick up creatures and 
objects; Table: Zoomer Whirlwind Size listed the minimum 
amount of movement needed in order to create a whirlwind 
with radiuses ranging from 5 feet to 40 feet. The whirlwind 
is twice as wide at the top as it is at its bottom (where the 
zoomer is maintain it) and has a height equal to four times the 
width of its base.  Any creature whose space is partially within 
the whirlwind’s area must succeed at a Fortitude save or take 
1d6 points of bludgeoning damage per level. If a creature’s 
entire space is within the whirlwind, it must also succeed at 
a Reflex save or be picked up by the whirlwind and carried 
along with it. A carried creature is flat-footed, grappled, and 
off-target, and it automatically takes the whirlwind’s damage 
at the beginning of its turn. If the carried creature can fly, 
it can attempt a Reflex save as a move action, escaping on 
a successful save. If a carried creature does not escape, it 
can attempt a Fortitude save; if it succeeds, it can take any 
remaining actions it has on its turn (other than movement). 
On a failed save, the carried creature is unable to act until its 
next turn or until you release it.

The maximum number of creatures that you can carry in 
your whirlwind is determined by the whirlwind’s radius, as 
shown on Table: Zoomer Whirlwind Size. Your whirlwind 
lasts until the end of your next turn, at which point all 
creatures within the whirlwind are dropped in a space of its 
choice adjacent to its position at the time of ejection. You can 
maintain your whirlwind as a full-round action, as if you were 
creating a new whirlwind, except creatures already picked 
up don’t receive any saving throws to avoid remaining within 
the whirlwind. At the GM’s discretion, if the whirlwind is in 
contact with dirt, gases, water, or other material that can be 
easily drawn into it, the whirlwind blocks all vision within it 
(including darkvision) and blocks all line of sight through it.

If you are in a body of water when you use this ability 

Table: Zoomer Whirlwind Size
Whirlwind 

Radius
Minimum Movement 

Needed
Maximum # of

Creatures Carried
5 feet 30 feet 1

10 feet 60 feet 2
15 feet 90 feet 2
20 feet 150 feet 3
25 feet 180 feet 3
30 feet 210 feet 4
25 feet 240 feet 4
40 feet 270 feet 5
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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 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, 

and have a swim speed, you create a vortex instead of a 
whirlwind. A vortex only forms within a liquid, cannot leave 
a liquid medium, and always blocks all vision within it and 
line of sight past it. Carried creatures must have a swim speed 
in order to attempt a Reflex save to escape.

Altered or Replaced Zoomer 
Class Features
For any level at which an archetype provides an alternate class 
feature, a zoomer who takes the archetype alters or replaces 
the listed class features.

Multilevel 2nd, 4th, 6th, 12th, and 18th Levels: You 
don’t gain a zoomer stunt.

9th Level: Your zoomer’s advance class feature improve 
at 9th level. Instead, you gain the 9th-level improvement at 
13th-level, the 13th-level improvement at 17th-level, and 
don’t gain the 17th-level improvement.
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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.

Star Log.Deluxe: Zoomer Base Class © 2018, Everyman Gaming, LLC; 

Author: Alexander Augunas


