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Welcome to Everyman Minis!
From the company that brought you jewels such as Ultimate 
Charisma, miCrosized adventUres, and the everyman UnChained 
series, everyman minis is a serious attempt to answer the eternal 
question that every publisher has—can we do more for you, 
the customers of Everyman Gaming LLC? Can we provide 
more for you? Can we create small snippets of interesting 
ideas on a weekly basis that will genuinely help to improve 
your game? We sincerely believe that the answer to all these 
questions is, “Yes,” and so everyman minis was born!

everyman minis combines top Pathfinder rolePlaying game 
talent with the creative minds who have been producing the 
Everyman Gaming content that you know and love from the 
very beginning. They focus on a single theme—an idea that 
takes a variety of forms. 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 everyman 
minis are intended to add something cool or weird to the 
Pathfinder rolePlaying game. We believe that every Everyman 
Gaming product is something special and wonderful, no 
matter how small, and hopefully after reading this installment 
of everyman minis you’ll feel the same!

~ Alexander Augunas

About Animal Companion Archetypes
Animal  companion  archetypes  modify  animal  companions’  
standard  abilities,  similar  to  how  class  archetypes  modify  
player  characters’  class  features.  You  can  typically  apply  
these  archetypes  to  animal  companions,  cavalier  mounts,  
and  paladin  bonded  mounts.  These  archetypes  function  by  
swapping out certain abilities that are common to standard 
companions and replacing them with new abilities tailored to 
a particular theme; if a particular animal companion alters, 
replaces, or simply doesn’t have the appropriate feature, you 
can’t apply the animal companion archetype to that animal 
companion.  A  cavalier  or  samurai  mount  can  take  animal  
companion archetypes that replace share spells by replacing 
the  mount’s  Light  Armor  Proficiency  feat  and  its  master’s  
ability  to  ignore  the  armor  check  penalty  on  Ride  checks,  
but  only  if  the  master  didn’t  alter  or  replace  those  abilities  
with an archetype. Animal companions with more than one 
natural  attack  and  only  primary  natural  attacks  can’t  take  
a  companion  archetype  that  trades  out  Multiattack.  Where  
levels are referenced in archetype descriptions, they refer to 
the class level of the companion’s master in whichever class 
grants the companion as a class feature.
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New Animal Companion Archetypes
The following archetypes are available to all animal 
companions who meet the archetype’s prerequisites. Rules 
regarding how animal companion archetypes are applied 
can be found in the animal companion archetypes section of 
Chapter 5 in Pathfinder rolePlaying game: Ultimate Wilderness.

Elemental Spawn (Animal Companion 
Archetype)
Whether born near a planar portal or touched by an 
otherworldly power, elemental spawn companions are infused 
with primal forces.

Elemental Infusion (Ex): At 3rd level, an elemental 
spawn companion’s master chooses one of the following types 
of energy: acid, cold, electricity, or fire. The elemental spawn 
gains resistance to that element equal to 1/2 its master’s level 
(minimum 1) and a +2 bonus on saving throws against effects 
with the chosen energy type’s descriptor.

This replaces evasion.
Elemental Fury (Su): At 9th level, whenever an elemental 

spawn attacks with one of its natural weapons as an attack action 
(but not a full attack), its natural attack gains one of the following 
weapon special abilities, determined by the energy type chosen 
with the elemental infusion ability. The weapon special abilities 
(and their associated energy type) are: corrosiveAPG (acid), flaming 
(fire), frost (cold), and shock (electricity). At 15th level, this 
ability improves as follows: corrosive burstAPG (acid), flaming burst 
(fire), icy burst (cold), and shocking burst (electricity). 

This replaces Multiattack and improved evasion.

Empath (Animal Companion Archetype)
Empath companions have powerful emotional bonds with 
their masters that allow them to support one another and 
communicate clearly.

True Empathy (Ex): An empath adds Diplomacy and 
Sense Motive to its list of class skills, and gains 1 bonus skill 
rank at each Hit Dice that it must invest into those skills. 
In addition, an empath gains empathic link familiar ability, 
establishing a link between the empath and its master.

This alters the companion’s skills and replaces share spells.
Bolster (Ex): At 6th level, an empath and its master gain 

a +4 morale bonus on saving throws against fear effects and 
effects that rely on negative emotions, such as crushing despair, 
as long as they are able to see and hear one another.

This replaces devotion.
Telepathic Connection (Sp): At 15th level, the empath 

can use telepathic bond as a spell-like ability at will, using its 
master’s level as its caster level. The empath can only bond 
with its master using this ability, and it can’t leave itself out of 
a bond created in this manner. The empath doesn’t gain this 
ability if its Intelligence score is less than 3. If this bond is 
dispelled or suppressed, both the master and the empath can 
reestablish it as a swift action.

This replaces improved evasion.

God-Touched Conduit (Animal Companion 
Archetype)
Chosen to guard or guide their masters, god-touched 
companions act as conduits between the divine and their 
mortal servants.

Deity: Each god-touched conduit is associated with 
a specific deity and its alignment must match the deity’s 
alignment despite its Intelligence. A god-touched conduit 
will not obey its master’s commands if they grossly violate 
the code of conduct required by its god, and should its master 
grossly violate this code of conduct, the god-touched conduit 
ceases serving its master unton the master atones for their 
deeds (see the atonement spell description).

Believer’s Boon: A god-touched conduit gains Believer’s 
BoonACG as a bonus feat, ignoring its prerequisites. A god-
touched conduit’s domain power must choose a domain 
granted by the deity it is associated with (see deity, above). 
Starting at 6th level, a god-touched conduit’s cleric level for 
this domain power is equal to its Hit Dice, and it can use that 
domain power as listed in its description instead of once per 
day or 1 round per day.

 This replaces share spells and devotion.
Divine Boon (Sp): At 3rd level, a god-touched conduit 

can cast any once domain spell from the domain it chose with 
the Believer’s Boon feat once per day as a spell-like ability, 
using its Hit Dice as the spell’s caster level. This spell must 
have a spell level that is equal to or less than 1/3 the god-
touched conduit’s Hit Dice.

If the god-touched conduit is able to cast spells, they can 
cast any domain spell from the god-touched conduit’s domain 
with a spell level equal to or lower than 1/3 its Hit Dice as 
if it were on the master’s list of spells known by “losing” a 
prepared spell or spell slot of at least one level higher then the 
domain spell’s level. For instance, the master could lose a 2nd 
level prepared spell to cast the domain’s 1st level spell, or a 
4th level spell slot to cast the domain’s 3rd level spell.

This replaces evasion.
Divine Dwelling (Sp): The god-touched conduit gains 

the following ability: 1/day—plane shift (self and master, plus 
50 lbs.). The god-touched conduit can only use this ability to 
travel to the home plane of its deity, back to its master’s home 
plane, or back to the last plane from which it cast this ability.

This replaces improved evasion.

HIDDEN ALLY (Animal Companion Archetype)
Hidden ally companions masquerade as innocuous 
domesticated animals, allowing them access to areas where 
wild creatures may not be welcome.

Inconspicuous Appearance (Sp): At 1st level, the 
hidden ally’s master gains the ability to cast the following spell-
like ability, using the master’s level as the spell’s caster level: 
At will—disguise other (hidden ally only). When using this spell-
like ability, the hidden ally’s master can only make the hidden 
ally appear as a domesticated animal of the same size category 
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and general body shape (biped, quadruped, and so on). Unlike 
disguise self, this ability includes auditory, olfactory, tactile, 
and visual components, increasing the save DC to 15 + 1/2 
the master’s level + the master’s Charisma, Intelligence, or 
Wisdom modifier, whichever is highest.

This ability replaces share spells.

PERFORMER (Animal Companion Archetype)
Performers naturally attract the attention of bystanders with 
their playful antics and astounding feats.

Spectacle (Ex): At 1st level, a performer gains entertainUW as 
a bonus trick and chooses to either add Perform to its list of class 
skills and the list of skills that the performer can have ranks in, or 
substitute the Perform skill for any one skill that the performer 
has ranks in when using the entertain trick. Once chosen, this 
cannot be changed. In addition, the performer gains Entertaining 
Companion as a bonus feat.

This replaces the bonus trick gained at 1st level and share spells.
Enthralling Entertainer (Ex): At 6th level, a performer 

gains Enthralling Companion as a bonus feat. 
This replaces devotion.

POINTER (Animal Companion Archetype)
Pointer companions are adept at spotting hidden foes, and are 
valuable hunting tricky prey.

Expert Tracker (Ex): At 1st level, a pointer gains a bonus 
feat from the following list: Greater Tenacious HunterUW, Keen 
Tracker, Skill Focus (Perception or Survival only), or Tenacious 
HunterUW. The pointer ignores the feat’s prerequisites, but 
cannot select Greater Tenacious Hunter unless it already has 
Tenacious Hunter. The pointer gains a second bonus feat from 
this list at 6th level. 

This ability replaces share spells and devotion.

New Animal Companion Feats
The following feats are available to all animal companions who 
meet their prerequisites.

Contingent Commands
The animal is trained to automatically use certain tricks when 
a contingency you specify occurs.

Prerequisites: Must have an Intelligence of 3 or higher, 
animal companion.

Benefit: The animal companion’s master can spend 10 
minutes teaching the animal companion to recognize a 
specific trigger upon which the animal companion should 
use the chosen trick. This contingency must be 25 words or 
fewer and be simple enough that the animal companion can 
understand it. For example, if the animal companion knows 
the defend trick, its master could set “Use defend if I am 
knocked unconscious” as a contingency for that trick.

The animal companion can have a total number of contingencies 
defined for it equal to its Intelligence score. Establishing a 
contingency takes 7 days and a successful DC 25 Handle Animal 

check. If the animal companion already knows the maximum 
number of contingencies, establishing a new one causes it to forget 
one contingency of the master’s choice. This ability doesn’t allow 
the animal companion to use the contingent tricks as soon as they 
occur unless the animal companion uses a readied action as normal.

Entertaining Companion
The animal is able to effortlessly entertain onlookers.

Prerequisites: Must know the entertain trick, animal 
companion.

Benefit: Whenever the animal companion uses its entertain 
trick, willing onlookers and those who fail an opposed Sense 
Motive check against the animal companion’s entertain trick 
take a –2 penalty on initiative checks, Reflex saves, and Sense 
Motive checks opposed by the performer or its master while the 
performer is entertaining them in addition to the usual penalties.

Normal: Willing onlookers and those who fail an opposed 
Sense Motive check against an animal’s entertain trick take a –2 
penalty to Perception check to notice anything but the animal 
entertaining them.

Enthralling Companion
The animal companion’s entertainment makes onlookers 
completely lose track of their surroundings.

Prerequisites: Entertaining Companion, must know the 
entertain trick, animal companion.

Benefit: Whenever the animal companion uses the 
entertain trick, willing onlookers or those that fail an opposed 
Sense Motive check are distracted enough that the performer’s 
master can attempt a Stealth check to hide while those 
individuals are aware of them, as if the performer’s master 
had successfully used Bluff to create a diversion to hide. 

Keen Tracker
The animal uses its scent of smell to track enemies.

Prerequisites: Scent special ability, animal companion.
Benefit: The animal companion can use Perception instead 

of Survival to both find and follow tracks, using the same DCs 
listed under the Survival skill.

Unusual Intelligence
The animal is remarkably intelligent for a creature of its kind.

Prerequisites: Must be taken at 1 Hit Die, animal 
companion.

Benefit: The animal companion’s base Intelligence 
increases to 6. If the animal companion would normally have 
an Intelligence of 6 or another effect increases its Intelligence 
to 6 (such as a paladin’s divine bond class feature), add +1 to 
the animal companion’s Intelligence score instead.

In addition, the animal companion can read and understand 
all languages that its master knows and it generally understands 
concepts as well as a humanoid of its Intelligence would. As a 
result, the animal companion can respond accordingly when 
using the speak trick.
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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, 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.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason 

Bulmahn.

Anger of Angels, © 2003, Sean K Reynolds; .

Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, 

Chris Pramas, Robert J. Schwalb.

Monte Cook’s Arcana Unearthed, © 2003, Monte J. Cook; .

Path of the Magi, © 2002, Citizen Games/Troll Lord Games; Authors: Mike 

McArtor, W. Jason Peck, Jeff Quick, and Sean K Reynolds.

Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing, LLC; 

Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip 

Williams.

Pathfinder Roleplaying Game Ultimate Magic, © 2011, Paizo Publishing, LLC; 

Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, 

Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Wilderness © 2017, Paizo Inc.; Authors: 

Alexander Augunas, John Bennett, Robert Brookes, John Compton, Dan Dillon, Steven 

T. Helt, Thurston Hillman, Eric Hindley, Mikko Kallio, Jason Keeley, Isabelle Lee, Jason 

Nelson, Stephen Radney-MacFarland, Alex Riggs, David N. Ross, David Schwartz, Mark 

Seifter, Jeffery Swank, and Linda Zayas-Palmer.

Skreyn’s Register: The Bonds of Magic, © 2002, Sean K Reynolds; .

The Book of Experimental Might, © 2008, Monte J. Cook; All rights reserved.

The Book of Hallowed Might, © 2002, Monte J. Cook; .

Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with 

Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, 

Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
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