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PLAYER'S GUIDE

“‘Take it to the EJ.’ Yeah, it’s a cool slogan, I 
s’pose, if you’re one of them Pact Worlders who 
don’t know drek from drive grease. We call it ‘livin’ 
on the EJ’ out here in the lanes. Sometimes, that 
edge is at your throat, ya know, cuttin’ time to 
grab that bonus. Other times, it’s skirtin’ the EJ, 
doin’ what needs doin’ to get the job done, no 
worry for proper procedure. One thing is sure as 
death and taxes, though: the Company always 
has the edge. Always. See, they make the rules, 
and us proles gotta live by ’em if we wanna see 
that next payday.”

—Gar EnGilly, EJ Corp freighter engineer

WORKING FOR 
A LIVING
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WELCOME TO THE EJ!
Congratulations! You signed your contract, and you’re ready 

to ship out! You’ve just joined one of the most innovative, 

sophisticated, and diverse companies in galactic industry, and 

we’re happy to have you as part of the Evgeniya-Jaimisson 

team. Like our countless customers, you know us as EJ Corp™, 

and that’s a fine start. We don’t stand on formalities here! 

This data file contains guidelines to help you be the best 

employee you can be, but the more you know about EJ Corp 

and the way we do things, the better. So, don’t be afraid to ask 

questions and contribute your opinions. This employee manual 

is only a starting point.

As you digest this material, here are a few points to keep 

in mind.
D This document doesn’t constitute a contract of employment. 

You or EJ Corp can terminate the employment relationship at 

any time, with or without cause and with or without notice.
D This document doesn’t constitute binding policy. It can 

change at any time.
D This document can be found on public EJ Corp sites in 

numerous infospheres, including those in EJ Corp facilities 

and starships. You can suggest changes via such interfaces. 

Our Sapient Resources department regularly reviews such 

submissions and uses them to make future revisions. 

WHO WE ARE
Tarn Jaimisson founded Jaimisson Corporation over 50 

years ago as a mining and transport company based in the 

Pact Worlds. A lot can change in five decades, and a lot 

has. Jaimisson became a publicly traded company nearly 40 

years ago. The Evgeniya Corporation of Vesk Prime bought 

controlling interest in Jaimisson more than 20 years ago, 

expanding the company’s capabilities, cash flow, and galactic 

reach. As EJ Corp, we’ve continued growing ever since. 

Now we produce everything from ration packs to planetary 

atmosphere converters. Our customers know to Take it to 

the EJ™ for their shipping, supply, and industrial needs—from 

colonization to terraforming, from the central systems of the 

Pact Worlds and the Veskarium to the Vast.  You’re part of 

that legacy now!

WHO YOU ARE
We hired you because you fit our needs. Your assignment 

should suit yours. All we require is that you understand your 

role and seek to fulfill it. In doing so, apply your expertise, 

work hard, use good judgment, support your team, and cling 

to integrity. Expect as much from yourself as you do from 

others... DATABASE CORRUPTION...

All right, let’s cut the crap. To the Company, you’re just an 

employee number. The Company doesn’t care about your skill, 

industriousness, or honesty. The Company cares about three 

things, and that’s money, money, and more money. Remember 

that. Keep being a good little source of profit and you’ll be fine. 

But if you cause trouble or stop being useful, you’ll be ejected 

like yesterday’s garbage. Here’s some real advice.

CHARACTER OPTIONS
During the Fly Free or Die Adventure Path, no matter what 

your class, you’re a member of the crew aboard a merchant 

vessel, shipping freight from one world to another across 

the galaxy and engaging in speculative trade—trying to buy 

low and sell high. When the Adventure Path begins, you’re 

employed by the Company, and if you earn them profits, 

they’ve promised you a fat annual bonus. Eventually, however, 

you might aspire to become your own boss, pointing your 

starship at a destination of your choosing and striking it rich—

or going bust—by your own merits. Regardless, you need to 

stay employed somehow because you’ve got bills to pay.

You want a crew competent in starship handling and 

business dealings. This isn’t to say you won’t need combat 

capabilities—the galaxy is dangerous, even for working people. 

However, you might want to focus on abilities and features 

that allow you to better negotiate in outer space and thrive as 

a freight trader, including starship- and space-oriented class 

features, skills, and feats. A high Sense Motive bonus, knowing 

how to use cargo lifter powered armor for more than moving 

big crates, and a steady aim all go together in this campaign.

When you reach 2nd level, consider the free trader archetype 

(Character Operations Manual 103). This archetype imparts one 

feature that grows over time. However, that feature’s effects can 

prove extremely useful to everyone on the crew, even if only 

one character has it.

COMPANY JARGON
Every corporation has an internal culture, and the 

Evgeniya-Jaimisson Corporation is no different. A few 

samples of Company jargon appear in this datafile. 

The following examples of vernacular are commonly 

used at EJ Corp.

The Company: Most employees call EJ Corp by this 

commonly understood, capitalized name.

Dispatcher: A member of middle management who 

arranges contract work for transport crews.

EJ: The initials of the Evgeniya-Jaimisson 

Corporation, pronounced colloquially as “edge” at the 

Company (both internally and externally), as well as 

in popular culture.

Exec: A member of Company upper management, 

though employees might use abbreviated ranks for 

specific execs (i.e. VP for vice president).

Lanes: Short for space lanes, referring to common 

trade routes.

Prole: An old term referring to a member of the 

working class who sells their labor for pay.

Salarati: A term for a white-collar worker that 

often implies a comfortable, middle-class lifestyle.
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THEMES
People from all walks of life come to EJ Corp for work, and 

the themes below make good backstories for Company 

employees, as do the new prole and vaster themes at the back 

of this article (pages 48–49). As you develop your character, 

share your ideas with your fellow players and look for ways 

your characters might have met before or even have some 

history together. 

Ace Pilot: Every starship needs a reliable pilot. Flying 

Company freighters and driving loading vehicles might not seem 

glamorous, but it’s steady work. A dependable navigator helps 

ensure timely deliveries and safe passage. Most pilots plying the 

Drift are like you, making sure payloads and passengers move 

across the galaxy.

Corporate AgentPW: You’re a businessperson. When your 

crew needs to negotiate a legitimate deal, you handle the 

talking. You know EJ Corp’s policies and applicable laws, as 

well as how to skirt them. Another one of your specialties 

involves getting something done with help from others further 

up the corporate chain. If you can’t do something yourself, you 

probably know who in the Company to ask. As the (probable) 

highest-ranking Company rep on the starship, you’re well-

suited to serve as the vessel’s captain.

GrifterCOM: The Company is filled with smooth-talking 

corporate agents, products of a university education or  

packaged corporate management training. You’re not one 

of them. You learned your negotiating skills in less reputable 

establishments, and you know the shady side of business. To 

your colleagues, you’re someone who always has a plan or 

readily comes up with one. They depend on your quick thinking 

and smooth-talking to make better deals appear out of thin air. 

Mercenary: You could be a security specialist or a gunner, 

but you’re just as likely to be a natural leader—and good 

chief mate material (Character Operations Manual 146). You 

know how to handle a heavy workload and can direct your 

colleagues to efficient action. Simultaneously, you know how 

military hierarchy works, which helps you deal with corporate 

structures and law enforcement agencies. Your colleagues 

look to you when events take a dangerous turn.

Outlaw: You have a dark past, perhaps giving you a 

reason to stay on the move. As part of a Company crew, you 

likely have the most know-how in handling corrupt dock 

managers, navigating shady business deals, and hiding 

illicit cargo. Perhaps you feel grateful for the second chance 

that your hauler job represents, or maybe this gig just helps 

you pay the bills while you wait for another opportunity to 

present itself.

Prole (page 48): As part of the working class, you survive 

by selling your labor for a paycheck. You’re probably very 

good at what you do, whether you’re an accountant, a cook, 

or a technician. However, it’s only a job, and the Company is 

just your employer. The pay isn’t good enough to merit a lot of 

risk. You might be marking time until something better comes 

along, using the job to meet some other desire, or hoping—like 

so many others—that you can make it big despite your humble 

origins and skills. 

Spacefarer: In the corporate shipping world, spacefarers 

serve as engineers, navigators, science officers, and surveyors. 

Maybe you’ve always had a fascination with outer space, and 

taking a freighter job gave you the opportunity to scratch that 

itch. Most people who spend a lot of time in the void are like 

you. You likely have many skills useful to your crewmates, and 

they look to you because you always seem to have a knack for 

getting the job done. 

Starwalker: As a starwalker (Starfinder Adventure Path #22: 

The Forever Reliquary 53), you’re used to being in space. On 

a corporate hauler, you’re equally skilled in both astrogation 

and extravehicular work, potentially specializing as a pilot or 

engineer. In any case, you excel at getting into tricky areas to 

make repairs or to perfectly execute your role in the crew’s 

latest cunning scheme.

Street RatCOM: You grew up without a lot of options, and  

you took corporate work to escape the streets of your 

home world and make a better life for yourself. You provide 

your crew with information on local scenes, from official 

import regulations to unofficial export channels. What’s 

more, you know how to blend in as a hidden observer or 

unanticipated backup. If a deal goes bad, you have a natural 

talent for using alleys and byways to cut a quick retreat to 

the spaceport.

Vaster (page 49): You come from a planet in the Vast, 

possibly one terraformed a generation ago by the Company. 

Resourceful and diverse, vasters must know how to handle a 

starship and make do with less, whereas other settlers focus 

on simple survival. Maybe you initially traveled to the Pact 

Worlds on the Company payroll so you could see the galaxy. 

You might come from a society unrelated to the Pact Worlds 

or Veskarium, and a job on a Company hauler granted you a 

ticket out.

Themeless: If you want to be a nondescript Company 

drone, going themeless might work. However, for this series of 

adventures, a theme such as prole or vaster might better serve 

you. Both suggest a humble background but provide features 

that you’ll likely use in this adventure path.

STARSHIP ROLES
You’re going to be working with your fellow crew 

members on a Company freighter, so you need to 

consider your starship role. Most themes detailed in 

this article suggest possible starship roles. Those that 

don’t might lend themselves to a character who can 

fill any role, depending on class and skills. At the very 

least, your group needs an engineer, a gunner, a pilot, 

and a science officer. Look for opportunities to build 

your characters to fill other roles, too, including chief 

mate and magic officer (both found in the Starfinder 

Character Operations Manual).
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Other Themes: Other character themes can work, but 

if you elect a theme that doesn’t lend itself to you being a 

Company worker, you need to answer one question: Why are 

you working the shipping lanes aboard a corporate freighter 

with your crewmates?

ALIGNMENT
The words on the cover say it all: You’re no hero. Instead, 

you’re a corporate cog trying to make a life out of shipping 

goods aboard a starship owned by the Evgeniya-Jaimisson 

Corporation, known among its workers as the Company. Your 

crew might be mere coworkers, or you might consider them 

good friends; regardless, you need to get along with your crew 

during extended hauls through the Drift. You might stick your 

neck out for these colleagues, but only because you expect 

them to do the same for you. 

They say nice people finish last in the corporate world. 

They’re right, but sometimes it’s better to finish last with 

your integrity intact—though only you can make that trade-

off. You’ll to have to make a lot of choices in this business, 

often between doing what looks easy, efficient, and practical 

as opposed to doing what’s right. So remember this: doing the 

right thing usually means doing the hard thing. The right thing 

is going to cost you time and money, maybe even blood. Every 

action has consequences, and we affect those we meet and 

do business with in a hundred small ways; when you treat 

other people well, you’ve got a good chance they’ll treat you 

favorably in return. If you decide to stab them in the back or 

punch them in the face, don’t be surprised if they shoot first 

the next time you cross paths.

A lot of people in this business are survivors. They look out 

for themselves because they have to. They keep their head 

down and their visual organs on the prize, taking risks only 

to protect their interests and their friends. When it comes to 

following corporate policy, law, and moral codes, flexibility 

serves you well. Survivors follow the rules when they have 

to, but when mischief gives them the best solution, they 

misbehave. Nobody wants to die for a small paycheck.

The worst among you are antiheroes. These people do the 

right thing for the wrong reasons. Their motivations are often 

selfish or predicated on baser desires. An antihero might 

still chase down a vicious criminal or ruin a corrupt former 

employer, though only for a fat bounty or to satisfy revenge—

not because “it was the right thing to do.” Antiheroes consider 

everyone else to be bleeding hearts. Fuzzy feelings and good 

deeds don’t pay the bills.

Still, no one wants to share bunk space with a bloodthirsty 

murderer or inveterate thief. Living in a moral gray area poses a 

constant balancing act, and the corporate hauler world is full of 

scoundrels, slackers, and vagabonds. Maybe you’ve made some 

bad choices in your life—you wouldn’t be the first. But just like 

everybody else in this (or any) line of work, you have to try to 

learn from those mistakes, live a better life, and earn an honest 

day’s pay for an honest day’s labor whenever possible.

If your character is a normal worker just trying to get 

along, that’s a neutral outlook. Flouting the rules and relying 

on improvisation makes you chaotic. If you follow your 

conscience and put the welfare of others before your own, 

even when it costs you, you’re good. Most of your fellow EJ 

Corp colleagues are neutral; they prefer reliable laws and 

trustworthy companions, but they’ll keep looking out for 

themselves unless someone—maybe you—gives them a good 

reason not to.

BACKGROUNDS
You’re going to meet a lot of people in the Fly Free or Die 

Adventure Path, and some of those characters will return 

repeatedly. The backgrounds provided here add elements 

to your character history that give you a clear connection 

to one of the Adventure Path’s most important or recurring 

NPCs. They aren’t intended to replace your character’s entire 

backstory, which you should develop in collaboration with 

your GM and fellow players. Instead, they detail one specific 

incident in your past that you can integrate with the story you 

imagine for your PC. Select only one of these backgrounds 

with each player choosing a different one. If none of these 

backgrounds seem appropriate for your character, work with 

the GM to create a new one.

Former Smuggler: You have a checkered past; for a time, 

you smuggled illegal weapons, drugs, and other contraband in 

and out of the Pact Worlds. After you attracted the attention 

of the Stewards, they briefly incarcerated you aboard the 

Steadfast, their flagship. There, you met Xegas Xervanas, a 

young Steward who’d grown disenchanted with his career 

path. In conversations with you, Xegas became enthralled 

with the idea of the smuggler life; he broke you out of the brig 

and became a smuggler himself, under the codename Jinx. You 

left that job for something with a bit less heat attached, and 

although you’ve heard Jinx works as a transport pilot now, you 

haven’t seen him since.

Golden Parachute: For a time, you lived on the other side 

of the law. Specifically, you worked for the Golden League 

a while ago, alongside a Xun assassin named Sinjin. After a 

particularly nasty job on Eox, you decided to walk away from 

the League to find a career with a longer life expectancy. The 

Golden League didn’t want to let you go, but Sinjin covered for 

you; out of gratitude for all the close calls over the years, he 

told his bosses in the Golden League that he pushed you out of 

an airlock as punishment for your betrayal. You haven’t seen 

Sinjin since, but you’ve heard he has risen high in the League, 

even forming his own crime family.

Kalistocrat Childhood: You grew up in a family that 

followed the Prophecies of Kalistrade. Since these prophecies 

insist on celibacy, you and your siblings were all adopted, 

and your parents filled your head with the idea that the zeros 

in your credit balance measured your success in life. When 

you became an adult, you left home and abandoned the 

religion, alienating your parents and your sister, Eline, who 
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has continued to rise in the organization. Now, she works as 

an Executive Vice President in the Company. The two of you 

haven’t spoken in years, but fortunately, the executive level 

might as well be another star system. She almost certainly 

doesn’t know you’re also employed by EJ Corp. 

Mine Collapse: Here’s the story of how you almost died. 

There you were, mining thasteron in Akiton’s Winterlands 

a few years ago. Akiton doesn’t even have laws, let alone 

safety regulations, so no one was surprised when, one day, a 

molecular borer ignited a thasteron explosion that collapsed 

the mine on hundreds of workers. Most died, but you and a 

ysoki named Niva Rovo managed to work together to melt 

your way out. You’ve never forgotten Niva, and you can bet 

she has never forgotten you. You heard that she has her own 

ship now, Wintermourn, with a whole crew to boot.

New Hire: Life is hard, and you’ve been down on your luck 

for a long time. However, you still have a few friends from the 

old days when you had credits to burn. One of those friends 

is a brenneri named Tarika; you and she had a lot of good 

times together, but she dropped out of your social scene to 

LIGHT ARMOR

ARMOR MODEL LEVEL PRICE
EAC 

BONUS
KAC 

BONUS
MAXIMUM 
DEX BONUS

ARMOR CHECK 
PENALTY

SPEED  
 ADJUSTMENT

UPGRADE 
SLOTS BULK

EJ coverall, utility 1 230 +1 +1 +4 — — 2 L
EJ coverall, industrial 2 900 +2 +2 +4 — — 2 L

HEAVY ARMOR

ARMOR MODEL LEVEL PRICE
EAC 

BONUS
KAC 

BONUS
MAXIMUM 
DEX BONUS

ARMOR CHECK 
PENALTY

SPEED  
 ADJUSTMENT

UPGRADE 
SLOTS BULK

EJ hardsuit, utility 1 350 +2 +3 +2 –2 –5 ft. 2 2
EJ hardsuit, industrial 2 1,200 +4 +5 +2 –2 –5 ft. 2 2
EJ hardsuit, advanced 5 3,500 +8 +10 +2 –2 –5 ft. 3 2
EJ hardsuit, elite 9 14,200 +14 +16 +3 –2 –5 ft. 4 2
EJ hardsuit, paragon 13 53,500 +18 +20 +4 –2 –5 ft. 5 2
EJ hardsuit, spec-ops 17 260,500 +23 +25 +4 –2 –5 ft. 6 2

ELECTRIC PRODS (ONE�HANDED BASIC MELEE WEAPONS)
ONE-HANDED WEAPONS LEVEL PRICE DAMAGE CRITICAL BULK SPECIAL
Electric prod, jolt 2 900 1d4 E Stunned 1 Nonlethal, powered (capacity 20, usage 1), professional (farmer)
Electric prod, impulse 6 4,500 1d6 E Stunned 1 Nonlethal, powered (capacity 20, usage 1), professional (farmer)
Electric prod, storm 10 19,000 2d6 E Stunned 1 Nonlethal, powered (capacity 20, usage 2), professional (farmer)
Electric prod, surge 14 75,000 4d6 E Stunned 1 Nonlethal, powered (capacity 100, usage 4), professional (farmer)
Electric prod, tempest 18 385,000 8d6 E Stunned 1 Nonlethal, powered (capacity 100, usage 4), professional (farmer)

EXCAVATION DRILLS (TWO�HANDED ADVANCED MELEE WEAPONS)
TWO-HANDED WEAPONS LEVEL PRICE DAMAGE CRITICAL BULK SPECIAL
Excavation drill, utility 2 750 2d4 P Bleed 1d4 2 Powered (capacity 20, usage 1), professional (miner), shatter, unwieldy
Excavation drill, industrial 6 4,200 3d6 P Bleed 1d6 2 Powered (capacity 20, usage 1), professional (miner), shatter, unwieldy
Excavation drill, helical 10 18,000 5d8 P Bleed 2d6 2 Powered (capacity 20, usage 2), professional (miner), shatter, unwieldy
Excavation drill, volute 14 70,500 8d10 P Bleed 3d6 2 Powered (capacity 100, usage 4), professional (miner), shatter, unwieldy
Excavation drill, gyroidal 18 387,750 11d12 P Bleed 3d8 2 Powered (capacity 100, usage 4), professional (miner), shatter, unwieldy

MOLECULAR BORERS (TWO�HANDED HEAVY WEAPONS)
TWO-HANDED WEAPONS LEVEL PRICE DAMAGE RANGE CRITICAL CAPACITY USAGE BULK SPECIAL
Molecular borer, utility 2 800 2d4 C or F 40 ft — 20 

charges
2 2 Modal (cryo), professional (miner), 

shatter, unwieldy
Molecular borer, industrial 6 4,800 3d6 C or F 40 ft. — 40 

charges
4 2 Modal (cryo), professional (miner), 

shatter, unwieldy
Molecular borer, advanced 10 20,000 5d8 C or F 40 ft. — 40 

charges
4 2 Modal (cryo), professional (miner), 

shatter, unwieldy
Molecular borer, elite 14 80,000 8d10 C or F 40 ft. — 80 

charges
8 2 Modal (cryo), professional (miner), 

shatter, unwieldy
Molecular borer, paragon 18 400,000 11d12 C or F 40 ft — 100 

charges
10 2 Modal (cryo), professional (miner), 

shatter, unwieldy



8

raise her daughter. Things went downhill for you after that. 

A few weeks ago, you were squatting in Downside when you 

ran into Tarika and she recognized you. She put in a good 

word with the Company and got you this job as a result.

Old Hand: You’ve been with the Company a long time, and 

you know just how cynical it is. Another employee has been 

around as long as you have, however: Tarika, a brenneri who 

has endured endless employee 

orientation workshops alongside 

you. A couple of times over the 

years, you or Tarika have almost 

gotten fired—a threat that, at EJ Corp, 

never feels distant enough to be funny—

but you’ve always covered for each 

other. When you were behind on your 

quota one month, Tarika kicked some 

jobs your way, and when Tarika needed some 

time off to take care of her daughter, you pulled 

a few double shifts to help out. She’s reliable and 

trustworthy, and maybe one of the few friends you 

can count on. 

Terraformer: Before you started work aboard BD514, you 

worked for the Company on a terraforming project on the 

planet of Entha in the Vast. Entha is a water world with an 

immense ocean so deep and dark that it’s never been fully 

explored, earning it the name “the Shadow Sea.” While there, 

you worked alongside a resourceful and reliable brenneri 

construction worker named Shan. Shan always looked out 

for others, and when shifts were just too long and hard, she 

sometimes covered for you. When you left Entha for less 

dangerous work on a cargo hauler, Shan was preoccupied with 

the unsafe working conditions on Entha. You haven’t heard 

from her since.

Union Busted: If there’s one thing that brings corporate 

management together, it’s the threat of an employee union. 

A few years ago, before you started at the Company, you  

worked long hours at an AbadarCorp factory when one of 

your coworkers—an idealistic brenneri named Shan—started 

speaking to you and the others on your shift about forming 

a union. She insisted that unionizing posed the best way to 

secure better wages and working conditions, and you figured 

she was probably right. She must’ve made some progress, 

because the managers came down like a hammer soon after, 

and you were all out on the street. You bounced back—if you 

can call the Company a bounce—but you’re not really sure 

what happened to Shan.

EQUIPMENT
Your character is a crew member on a starship hauler, so 

when you purchase equipment, prepare for your job in 

space, whether you’re an engineer or a science officer. 

You still need reliable armor—at the very least for its 

environmental protections—as well as weapons. Like any 

Starfinder Adventure Path, Fly Free  or Die will have plenty 

of danger. However, don’t forget to grab the tools you need 

for your work. Given your job and regular visits to ports, 

you should have regular opportunities to reequip, but it’s 

also always useful for one or more of your crew members 

to have the skills to fabricate what you might need when 

you’re far from a place to buy gear. 

COMPANY 
CATALOG
Evgeniya-Jaimisson Corporation prides 

itself on creating the best equipment for 

its personnel, from armored spacesuits 

to mining tools to starship drives. To 

facilitate your work, you’ll be granted 

access to specific resources provided 

to you by EJ Corp, including a Company 

cargo rig for transporting shipments, 

cargo-handling equipment such as a 

power lifter or hovercarts, and, of course, 

an EJ Corp starship. Evgeniya-Jaimisson 

Corporation retains all ownership of these 

materials, and you’re expected to follow all operating 

instructions and safety guidelines while keeping this 

equipment in proper working order.

In addition, as an EJ Corp employee, you can order additional 

items from company stores or download their schematics 

so you can manufacture what you need on the go. Although 

your place of work is outfitted with devices for your use, you 

can also purchase EJ Corp merchandise to use as you see fit. 

Remember to show good judgment as a representative of… 

DATABASE CORRUPTION…

Gimme a break! Okay, listen up. The Company does make 

some nice toys. Your starship’s databanks should have 

schematics for all the latest EJ Corp gear. Now, as an 

employee, you technically have the right to use these 

schematics to make equipment you can’t acquire from the 

Company. Thing is, who’s going to keep tabs on you for 

making and using this stuff? If I were you, and thank Triune 

I’m not, I’d ask a hacker buddy to grab these schematics for 

your personal device, so the company can’t take them from 

you if they ever decide to kick you to the curb. Also, I’ve left 

you some notes of my own—hope you find them useful!

TOOLS (WEAPONS)
EJ Corp makes cutting-edge tools for demolition and 

excavation ventures as well as for the transportation of 

valuable animal species. These tools are for our experts to 

use in our operations and aren’t intended for use in other 

capacities. EJ Corp accepts no responsibility for injury 

resulting from improper use. (What the Company is saying 

here is that you can use these as weapons, but, y’know, 

“please don’t!”)

 You’ve been with the Company a long time, and 

you know just how cynical it is. Another employee has been 

around as long as you have, however: Tarika, a brenneri who 

has endured endless employee 

orientation workshops alongside 

you. A couple of times over the 

years, you or Tarika have almost 

gotten fired—a threat that, at EJ Corp, 

never feels distant enough to be funny—

but you’ve always covered for each 

other. When you were behind on your 

quota one month, Tarika kicked some 

jobs your way, and when Tarika needed some 

time off to take care of her daughter, you pulled 

a few double shifts to help out. She’s reliable and 

trustworthy, and maybe one of the few friends you 

Before you started work aboard BD514, you 

worked for the Company on a terraforming project on the 

planet of Entha in the Vast. Entha is a water world with an 

immense ocean so deep and dark that it’s never been fully 

to have the skills to fabricate what you might need when 

you’re far from a place to buy gear. 

COMPANY 
CATALOG
Evgeniya-Jaimisson Corporation prides 

itself on creating the best equipment for 

its personnel, from armored spacesuits 

to mining tools to starship drives. To 

facilitate your work, you’ll be granted 

access to specific resources provided 

to you by EJ Corp, including a Company 

cargo rig for transporting shipments, 

cargo-handling equipment such as a 

power lifter or hovercarts, and, of course, 

an EJ Corp starship. Evgeniya-Jaimisson 

Corporation retains all ownership of these 

materials, and you’re expected to follow all operating 

instructions and safety guidelines while keeping this 

equipment in proper working order.

In addition, as an EJ Corp employee, you can order additional 
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WEAPON SPECIAL PROPERTY
Some weapons in this section have a new special property, 

defined as follows.

Shatter: The first time a weapon with this property is used 

on a target, the weapon has the penetrating special property. 

However, if the weapon’s damage is dealt to the same target 

continuously over subsequent rounds, the amount of 

Hardness the weapon ignores = 3 × the weapon’s item level. 

If the weapon bearing this property is modal (Starfinder 

Armory 29), the damage type dealt by the weapon 

must change each round, or the 

weapon functions only as a 

penetrating weapon.

ELECTRIC PROD
Company personnel must 

occasionally transport animals from one world to another. 

Large herd animals, such as ruthigs, can be notoriously 

stubborn, and sometimes a beast proves more dangerous 

than anticipated. In these situations, crews appreciate this 

stout electric prod capable of delivering a nonlethal shock 

that can stun or incapacitate even a surly wolliped. Electric 

prods see civilian use on Castrovel, Triaxus, and other 

worlds, where ranchers and farmers utilize them to keep 

large animals under control without causing permanent 

harm.

EXCAVATION DRILL
Excavation drills are a core hand tool for miners across the 

galaxy. Some claim that dwarf mining engineers poached 

from Ulrikka Clanholdings initially designed these drills, 

as Ulrikka has previously produced similar designs. Dwarf 

knights have long used these drills in combat, as have 

gladiators, who often use them to put on bizarre and 

grisly shows. Utility and industrial models see extensive 

use in demolition and mining, while helical and volute 

drills are essential for some star-metal mining, where hard 

ore requires a tougher tool. Gyroidal drills are restricted, 

special-operations tools predominantly used to breach 

starship hulls during rescue or military boarding operations.

MOLECULAR BORER
Molecular borers are bleeding-edge tools that function by 

slowing molecular action and then, with a modal change, 

exciting the molecules to cause sheering force, resulting in 

quicker excavation. Instead of damaging valuable ores, the 

molecular borer allows a miner to detect different materials 

by their variable response to the borer’s energy loop. Rescue 

operations make good use of utility borers, which easily 

penetrates penetrating the lighter materials used for public 

doorways and vehicles. Industrial borers routinely remove 

typical mining materials, such as limestone. Advanced and 

elite models cut through plate steel or airlocks. The paragon 

model has tested favorably against pure plate adamantine.

UTILITY WEAR (ARMOR)
EJ Corp offers a variety of clothing options, from utility overalls 

for work to casual outerwear that shows your company 

spirit. Most of our mining and spacefaring 

employees also have access to protective, 

vacuum-certified suits. (This armor 

is based on vesk military designs 

from the Evgeniya Corporation. 

They’re solid models.)

EJ COVERALL
When a task requires skillful work in 

a harsh environment with no tolerance 

for a flimsy space suit, the EJ utility suit 

is the answer. Flexible and durable, this 

coverall provides protection and comfort, 

and with room for upgrades, it’s adaptable to a variety of jobs. 

(These suits resemble light vesk brigandine [Armory 69]. Heavier 

EJ coveralls are just branded versions of that armor.)

EJ HARDSUIT
For a tough job, your suit has to be tough, too. The EJ 

hardsuit’s protective plating and bulk belie its comfortable 

and modifiable design.

ARMOR UPGRADES
These utility modifications provide safety upgrades that 

ensure your survivability in hazardous conditions and 

enable supervisors to safely monitor your work in dangerous 

environments. Upgrading your utility wear allows you to 

Take it to the EJTM without fear.

ENVIRO-SENSOR
ARMOR 

UPGRADE

PRICE 250 LEVEL 1

ARMOR SLOTS 1 ARMOR TYPE any BULK —

This sensor allows your armor to automatically activate 

environmental protections when the environment changes in 

a way contrary to your survival needs. This automatic process 

doesn’t require you to take or be able to take actions.

HIBERNATION SYSTEM
ARMOR 

UPGRADE

PRICE 1,500 LEVEL 3

ARMOR SLOTS 1 ARMOR TYPE any BULK 1

With your verbal command and confirmation (a process 

that requires a standard action), a hibernation system 

puts you to sleep inside your armor with environmental 

protections active. The system can be set to awaken you 

after a certain amount of time or to maintain hibernation 

until environmental protections fail. While you hibernate, 

you need no extra food or water, and your environmental 

protections from the armor with this system installed 

last four times as long. Someone can awaken you from 

hibernation from outside your armor only by taking the 

time and effort to remove your armor.

MOLECULAR 
BORER
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REMOTE MONITORING SYSTEM   
ARMOR 

UPGRADE

PRICE 100 LEVEL 1

ARMOR SLOTS 1 ARMOR TYPE any BULK —

Your armor is equipped with a number of systems designed to 

monitor your health and activity, information that’s simultaneously 

broadcast to any comm unit set to receive this data. The upgrade 

includes an obvious camera and microphone mounted on the 

outside of your armor, and the upgrade transmits everything it 

sees and hears; it has access to any senses installed in the armor 

(for example, infrared sensors), but not any unusual senses you 

possess. The remote monitoring system upgrade tracks your vital 

signs, and an individual receiving the transmissions from this 

upgrade can see if you’ve taken Hit Point damage as well as any 

conditions currently affecting you. 

SUSTENANCE SYSTEM   
ARMOR 

UPGRADE

ARMOR SLOTS 1 ARMOR TYPE any BULK 1

MODEL LEVEL PRICE

Basic 1 150

Mk 1 2 800

Mk 2 4 2,200

Mk 3 6 4,500

A sustenance system provides a way for you to consume 

sustenance without removing your armor or shutting down 

environmental protections. The basic version of this system 

holds 1 Bulk of actual food and drink, whether field rations, 

R2Es, or other cuisine. Higher model numbers function as 

miniaturized culinary synthesizers of the same model number 

(Armory 129), allowing the armor to produce food and drink 

from UPBs on verbal or text command. These nonbasic 

systems can also store up to 1 Bulk of UPBs.

VOICE-COMMAND MODULE   
ARMOR 

UPGRADE

ARMOR SLOTS 1 ARMOR TYPE any BULK —

MODEL LEVEL PRICE

Mk 1 1 250

Mk 2 3 1,350

Mk 3 5 2,700

Mk 4 7 5,400

This microphone-linked control module allows you to activate 

one of your armor’s systems, such as environmental protections, 

with a verbal signal; no action is required. The function must 

require no more than a standard action for you to activate 

normally. Higher-end models can be linked to a number of 

different systems equal to the model number; different vocal 

commands activate each of these systems. At mk 2 and higher, 

this upgrade comes with an enviro-sensor (page 46) built in.

When combined with a computer interface (Armory 82), 

this upgrade has a voice command module that functions as 

a number of extra control modules equal to its model number. 

This feature allows you to program the computer interface to 

automate each system linked to the voice-command module 

in the same way the computer interface can automate one 

system on its own.

HYBRID ITEMS
While EJ Corp relies on technology for most of its operations, 

it doesn’t neglect the many conveniences made possible by 

industrialized magic.

SUSPENSION PILL LEVEL 3

HYBRID ITEM PRICE 250 BULK —

The Company recognizes the hazards involved in long 

distance Drift travel and the many unexpected situations 

that might arise. A suspension pill ensures that whether 

you’ve contracted radiation sickness, been exposed to an 

unknown plague on a remote planet, or accidentally pricked 

yourself with a lethal toxin, help is never more than a Drift 

away. Individuals who have consumed a suspension pill 

should be taken to Absalom Station or another world within 

their present planetary system  for immediate medical 

treatment.

 A character can consume a suspension pill by taking a 

move action; alternatively, another character can take a 

standard action to feed a suspension pill to an unconscious or 

willing character. The suspension pill places the character in 

a coma-like state for a period of one week, during which the 

character is unconscious and requires no food or water. During 

this time, any afflictions affecting the character don’t progress, 

and the character doesn’t attempt saving throws for them; the 

affliction remains at whatever state it was in for the duration 

of the pill’s effect, then resumes when the pill wears off.

Once a suspension pill wears off, the character is immune 

to the effects of suspension pills for one week. 

DRUGS
The Company provides certain pharmaceuticals for 

emergency use. Consult your doctor before taking any 

unprescribed medication. (Sometimes your Drift is long, and 

there aren’t enough hands for every shift. Whites will keep 

you awake long enough to reach port, and blues are for pain. 

Only use blues when you have to. We all know good folks who 

haven’t come back from blues.) 

PAIN-AWAYSTM LEVEL 1

Type drug (ingested); Save Fortitude DC 15; Addiction

Fortitude DC 15 (mental and physical); Price per Dose 15

Track Strength; Effect After 1 minute, you gain a +2 morale 

bonus to saves against pain effects for 1 hour.

STAY-AWAKESTM LEVEL 1

Type drug (ingested); Save Fortitude DC 12; Addiction

Fortitude DC 12 (mental and physical); Price per Dose 5

Track Dexterity; Effect After 1 minute, you gain a +2 

circumstance bonus to saving throws against effects that 

cause the asleep condition and to Fortitude saves from sleep 

deprivation for 24 hours. If you use three stay-awakes in a 

week, you immediately gain the exhausted condition when the 

effects of the third dose wear off.
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 +1PROLE  INT OR WIS
You’re an anonymous cog in the corporate machine. Along with countless 
others just like you, you form the foundation of the galactic financial 
system by selling your labor for regular pay. Automation and virtual 
intelligences, such as robots and advanced computers, provide the 
truly unskilled labor in the economy, so at least you fit in somewhere 
above that bottommost level. You’re no artist, nor are your practical 
skills specialized enough to win you high pay or a management position. 
However, you’re good enough at what you do to make it in the everyday 
working world.

THEME KNOWLEDGE (1ST)

Up until now, you’ve been a typical working person, punching 

the clock and scraping by at your everyday job. Choose 

a Profession skill that is Intelligence- or Wisdom-based. 

THEME KNOWLEDGE (1ST) That skill has been the basis of your job up until now, and 

although you might not think about it, you’re good at what 

you do. When attempting a Culture or Profession check to 

recall knowledge about your profession or industry and its 

leaders, whether businesses or businesspeople, reduce the 

DC by 5. Since Profession is a class skill for you, you gain a 

+1 insight bonus to checks with your chosen profession and 

+1 to checks with Profession skills in general. (These bonuses 

stack to a total of +2 for your chosen Profession skill.) In 

addition, you gain an ability adjustment of +1 to Intelligence 

or Wisdom at character creation, but the ability score 

you pick must match the ability score tied to your chosen 

Profession skill.

TEAM PLAYER (6TH)

You know how to work as part of a cohesive group dedicated 

to accomplishing the same particular task. This competence 

translates into efficiency and a knack for how to best 

supplement another’s efforts. If the GM rules that you can 

attempt to aid another, you automatically succeed on the 

check to do so. 

CORE COMPETENCIES (12TH)

Your expertise in your chosen Profession requires a broad 

knowledge of other skills. As you grow in proficiency in your 

Profession, your ancillary know-how also increases. Choose 

three skills that you have ranks in and that are related to the 

Profession skill you chose at 1st level. You gain a +1 insight 

bonus to checks with each skill you choose. In addition, 

once per day, you can take 10 on a check using your chosen 

Profession or one of these three related skills, even if you 

wouldn’t normally be allowed to do so.

FAILING FORWARD (18TH)

You learn by doing, especially by doing the wrong thing 

enough times to get it right. Up to twice per day, you can 

spend 10 minutes considering a mistake you or your team 

made, analyzing it, and thinking about how to avoid it in 

the future. If you do, you recover 1 Resolve Point. Doing so 

doesn’t count as resting to regain Stamina Points.
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 +1VASTER  WIS
You aren’t from the Pact Worlds, the Veskarium, or any other major 
system. Instead, you were born far from any major interstellar society, 
on a world with few Drift beacons to attract traffic. Maybe your family 
helped establish a settlement on your home world a few generations ago, 
or perhaps your planet developed in isolation only to be transformed by 
Drift travel and the recent arrival of visiting aliens from societies more 
technologically advanced than yours. Whatever the case, you have an 
outsider’s perspective on galactic society, and you know how to improvise, 
learn from your circumstances, and deal with the unexpected.

THEME KNOWLEDGE (1ST)

All your life, you’ve had to fix essential machinery with the 

wrong parts and makeshift tools. Reduce the DC of Engineering 

checks to repair items by 5, which also applies to the following 

starship engineer actions: hold it together, patch, and quick fix. 

If you have all the proper parts and tools, you can halve the 

time it takes to repair an item; this stacks with the reduced time 

required to repair an object you crafted, so you spend only one 

quarter the original time required when repairing something 

you made. Engineering is a class skill for you, though if it’s a 

class skill from the class you take at 1st level, you instead gain a 

+1 bonus to Engineering checks. In addition, you gain an ability 

adjustment of +1 to Wisdom at character creation.

VASTER SAVVY (6TH)

You’ve dealt with countless situations outside the normal 

experience of mainstream galactic society. As a result, you 

have an uncanny talent for improvising; you also have great 

situational awareness and can astutely evaluate other people. 

Once per day, if you fail an Intelligence- or Wisdom-based 

ability or skill check, you can reroll the check. If you still fail 

the check, this ability isn’t expended for the day, but you can’t 

reroll the same check again.

STARSHIP SAVANT (12TH)

Former crewmates whisper of your strange, innate ability to 

get any ship to do exactly what you need, when you need it. 

You know starships and how to get the most out of them, so 

you can fill in for many crew roles whenever necessary. When 

taking chief mate (Character Operations Manual 146), pilot, 

and science officer actions, you can treat half your ranks in 

the Engineering skill as ranks in the appropriate skills needed 

for actions in those crew roles. For gunnery checks, you can 

use your Engineering ranks in place of Piloting ranks, and 

you can use your Wisdom modifier in place of your Dexterity 

modifier. This feature gives you effective ranks in skills, so 

you’re considered to be trained in those skills for the purpose 

of fulfilling the crew role. If you’re trained in a skill required 

for a crew action, you instead receive a +1 insight bonus on the 

check for the action. 
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required to repair an object you crafted, so you spend only one 
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the check, this ability isn’t expended for the day, but you can’t 

STARSHIP SAVANT (12TH)
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and science officer actions, you can treat half your ranks in 

the Engineering skill as ranks in the appropriate skills needed 

for actions in those crew roles. For gunnery checks, you can 

use your Engineering ranks in place of Piloting ranks, and 
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of fulfilling the crew role. If you’re trained in a skill required 

for a crew action, you instead receive a +1 insight bonus on the 

STARSHIP SAVANT (12TH)STARSHIP SAVANT (12TH)

BUILDING ON SUCCESS (18TH)

Nothing inspires you like succeeding against challenging odds. 

Up to twice per day, when you defeat a significant foe, pull off 

a difficult job, rescue a friend, help meet an important goal, or 

do something similarly meaningful to you and your allies, you 

can recover 1 Resolve Point.
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