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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
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Accessing Archives
Query: Mystic Theurge
Hello, and thank you for purchasing Star log.em008: myStic 
theurge! Mystic theurges represent an ancient tradition that, 
in the wake of the Regicide, have become more inclusive to a 
variety of traditions of magic. Originally, mystic theurges were 
wielders specifically of ancient designations of magic known as 
“arcane magic” and “divine magic,” but as the separation between 
those designations began to deteriorate as spellcasters diversified 
and shared secrets, the overall tradition of mystic theurgy 
became virtually mainstream among modern spellcasters as 
new traditions like ‘mystic’ and ‘technomancer’ arose alongside 
the ancient classes like ‘cleric’ or ‘wizard.’ In this manner, many 
see mystic theurges as pioneers in regards to their respective 
magical traditions, always seeking new ways to incorporate new 
spellcasting techniques and ideas into their existing traditions.

While modern spellcasting was likely built on the backs of 
mystic theurges, the world simply does not truly understand 
the full extent to which mystic theurges have shaped modern 
spellcasting thanks to the Nova Age.  Rather than push forward, 
many mystic theurges are stuck perpetually looking behind 
them, wondering what great secrets of eldritch knowledge 
they’ve forgotten in the wake of Osoro’s collapse. More than 
one order of mystic theurges have since devoted themselves 
to recovering whatever scrapes of mystic knowledge they can 
find in an attempt to rebuild these ancient techniques, with the 
Arcana Lavos being the most vocal and best known of them.
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Mystic Theurge
Mystic theurges are undisputed masters of magic, keepers of 
arcane traditions thought of as esoteric even when magic ruled 
entire worlds. Now the tradition of mystic theurges is old and 
nearly forgotten, though the power they command certainly 
hasn’t dwindled. In ancient times, mystic theurges harnessed 
the power of gods and men simultaneously, brandishing arcane 
and divine magic with equal skill. But as centuries passed and 
turned into millennia, the arts of the mystic theurge changed 
with them. As the lines between arcane, divine, and psychic 
magics blurred together, mystic theurges found themselves 
blurring together new, emerging traditions of magic to 
incredible effect. Today, a mystic theurge might be a master of 
the old ways and a devout follower to a god, a master of bardic 
music who dabbles in technomancy, or a mystic who has had 
the secrets of paladins revealed to them.

Mystic theurges place no boundaries on their magical 
abilities and find no irreconcilable paradox between the 
spellcasting classes they choose. They seek magic in all its 
forms, finding no reason or logic in denying themselves 
spellcasting instruction by limiting their knowledge to one 
stifling paradigm, though many are simply hungry for limitless 
power. No matter their motivations, mystic theurges believe 
in the worthwhileness of studying and mastering magic, 
even if the world around them has long since lost interest in 
eldritch secrets and the power that comes from discovering 
them. In the Azan-Ra System, mystic theurges often act much 
like arcane archaeologists, scouring the wrecked remains of 
their homes in secret of timeless magical secrets that were lost 
to the Nova Age. Spellcasting classes mentioned in these rules 
that are not in the Starfinder Core Rulebook can be found in 
Starfarer’s Companion.

Special: You can only add this archetype to a class with the 
spells class feature.

ALTERNATE CLASS FEATURES
The mystic theurge grants alternate class features at 2nd, 4th, 
6th, 9th, 12th, and 18th level. 

Esoteric Spell Lore; 2nd, 4th, 
6th, 12th, and 18th Level

Choose one spell list other than your class’s spell list. At 2nd, 
4th, 6th, 12th, and 18th level, you choose one spell from your 
chosen spell list that is not on your class’s spell list and add 
it to your class’s spell list and to your list of spells known, if 
applicable. If you prepare spells from a familiar, spell cache, 
spellbook, or similar reciprocal, you add the chosen spell to 
your reciprocal instead. Once you have chosen a spell with 
this ability, it cannot be changed. However, if you choose a 
variable level spell with this ability and later choose a higher-
level version of that spell you can replace the lower-level 
version of the spell with a different spell of the same spell 
level, as usual for variable-level spells. You cannot choose a 
spell list with this ability if the class associated with that spell 

list has an alignment, race, or similar restriction that you do 
not meet. (For instance, you must be Lawful Good to choose 
the paladin spell list.) This ability doesn’t allow you to access 
any bonus spells associated with the chosen spell list’s class; 
for example, if you choose the mystic spell list, you cannot 
choose spells from a mystic connection.

When you chose a spell with this ability, you must choose a 
spell whose level is at least one level lower than the highest-level 
spell that you can cast. If your class gains access to 7th level and 
higher spells (such as cleric or wizard) and your chosen spell 
list’s highest level of spell is 6th level or lower, the level of any 
spell that you choose with this ability cannot be higher than half 
the level of the highest-level spell slot that you possess +1.

Spell Synthesis (Su); 9th Level
You can cast two spells, one from your class’s spell list and 
one that you chose with the esoteric spell lore alternate class 
feature, as a full action. Both spells must have a casting time 
of a standard action or less, and you must spend 1 Resolve 
Point to use this ability. You make any decisions concerning the 
spells independently.

If you spend 2 Resolve Points instead of 1, you can enhance 
these spells to be more difficult to resist. You gain a +2 bonus 
on caster level checks made to overcome the target’s spell 
resistance with both spells, if any.

NEW FEAT
While the following feat complements the mystic theurge 
archetype, any character who meets its prerequisites can gain 
this feat.

Combine Spells
You can cast spells from one spellcasting class using another 
class’s spell slots.

Prerequisites: Able to cast 1st-level spells in two or more 
different spellcasting classes.

Benefit: You can cast 1st-level or lower spells from one of 
your spellcasting classes using available spell slots from any of 
your other spellcasting classes. When doing so, the spell counts as 
being 1 level higher than normal for the purpose of determining 
the level of spell slot needed to cast the spell. (For instance, 
casting a 1st-level technomancer spell using a mystic spell slot 
requires a 2nd-level mystic spell slot.) This ability cannot be used 
to cast a spell at a lower level if the spell exists on both spell lists.

Special: You can select this feat multiple times. Each time 
you select it, it applies to spells that are 1 spell level higher. 
For instance, the second time you select Combine Spells, it 
applies to 2nd level or lower spells. The third time you select 
it, it applies to 3rd level or lower spells, and so on. You cannot 
select this feat an additional time if you would be unable to cast 
spells of this spell level. For example, you must be able to cast 
2nd level spells in at least one spellcasting class to select this feat 
a second time, you must be able to cast 3rd level spells in at least 
one spellcasting class to select this feat a third time, and so on.
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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, 

Mystic Theurges in 
Xa-Osoro
The art of the theurge is an ancient one, dating back long 
before the mortal races of Xa-Osoro were capable of taking 
to the stars. In those ancient times, magic was a driving force 
in the everyday lives of the people of Xa-Osoro, and as a result 
those capable of casting a multitude of spells from the many 
primitive spellcasting traditions of the era were prized. In 
olden times, the rank of “mystic theurge” applied solely to those 
who combined the scholarly arts of wizardry and the divine 
teaching of a deity, usually the deity Ozari, Keeper of Spells and 
Secrets. As the first starships left their home worlds and began 
exploring their planetary neighbors, however, they brought 
their eldritch traditions along with them, and as each world’s 
traditions blended together into a seamless whole, so too did 
the traditional role of the mystic theurge grow and evolve into 
what it is today—a person who dabbles in the magical teachings 
of another tradition of magic alongside their primary one.

Most mystic theurges in Xa-Osoro today are clerics, 
mystics, or wizards, and usually dabble in one of these three 
spellcasting traditions. They remain most common among 
Ozari’s faithful, but have long since outgrown their divine 
origins and can largely be found among virtually any faith—
including atheism, which typically happens when bards, 
magi, technomancers, and wizards dabble in other magical 
traditions. Yet despite all of their focus on spellcasting, the 
mystic theurges of today do not command even a fraction 
of the overwhelming assortment of spells once available to 
their predecessors, as many of the tradition’s mystic secrets 
since have become lost to the Nova Age. Yet despite this, 
many modern spellcasters work tirelessly to rediscover 
the ancient magic traditions of yore, rediscovering each 
forgotten secret one spell at a time. Through tireless research 
and experimentation, the spell sages of the Arcana Lavos 
have managed to reconstruct many of the old techniques 
of their mystic theurge members, including the ability to 
combine lesser spells together into a less powerful but more 
versatile whole. While not every member of the Arcana 
Lavos is a mystic theurge, many comprise the magic-using 
society’s ranks, and all agree that the rediscovery of mystic 
theurge techniques are likely to bring the society as a whole 
one step closer to its ultimate goal—the advancement and 
reestablishment of magic traditions throughout Xa-Osoro in 
the wake of the Regicide.

Of course, not all mystic theurges are as noble as those 
of the Arcana Lavos. Plenty of mystic theurges realize their 
powers entirely by mistake, their ability to cast spells from 
other traditions little more then a genetic fluke or the result 
of simple miscasting of a spell they already knew. These mystic 
theurges often have few cares or concerns regarding the 
advancement of magic in the Xa-Osoro System, and instead 
simply use their extraordinary talents to go through the 
motions of everyday living—or at least, as much as one with 
magical powers can go through such motions.
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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.
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