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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

New Feat
Normally, a ranger can select a new favored enemy focus in 
place of selecting an additional favored enemy at 5th, 10th, 
15th, or 20th level. Alternatively, a ranger can gain a favored 
enemy focus using the following feat.

Focused Favored Enemy (Combat)
You have mastered an array of deadly tactics for use against 
your favored enemies.

Prerequisites: Ranger level 5th, favored enemy class feature.
Benefit: You gain one focused favored enemy option. You 

must meet all of the prerequisites for this focused favored 
enemy option.

Special: This feat can be taken more than once, but at most 
once per 5 ranger levels.

Everyman Minis
Favord Enemy Focuses
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Favored Enemy Focuses
Although most rangers prefer to specialize in hunting a small 
but sizable array of creatures, some prefer to specialize their 
combat prowess and tracking abilities against a specific subset 
of opponents. This specialization limits a ranger’s abilities to a 
smaller list of opponents, but in return they gain impressive 
tricks and techniques for battling the subject of their focus.

Beginning at 5th level, a ranger can choose a focused 
favored enemy option for one favored enemy type that he 
previously selected with the favored enemy class feature 
instead of choosing a new favored enemy. The ranger still 
chooses to increase the bonus against one favored enemy type 
at +2. Some focused favored enemy options can be selected 
only if the ranger meets the option’s prerequisites.

Favored enemy focus options function against all creatures 
who belong to one or more of the ranger’s favored enemies. If 
a focus option refers to the ranger’s enemy bonus, this refers to 
the bonus that the ranger receives on weapon attack and damage 
rolls and skill checks against his favored enemy. As a result, the 
value of this bonus changes based upon which opponent he is 
using the focus option again unless noted otherwise. A ranger 
with an archetype that replaces favored enemy cannot select 
focused favored enemy options, and archetypes and prestige 
classes that grant the favored enemy class feature to other classes 
do not qualify for focused favored enemies unless the archetype 
unless the archetype or prestige class specifically notes otherwise.

Aimed Strikes (Ex): Whenever the ranger deals damage 
to a favored enemy with a manufactured weapon, a natural 
attack, or a ranger spell, he reduces his target’s damage 
reduction, hardness, and resistances by an amount equal to 
his enemy bonus (minimum 0). This ability can only allow a 
ranger to reduce DR/adamantine, bludgeoning, piercing, or 
slashing, and it cannot reduce a creature’s hardness if it has 
hardness that is higher than 20.

Challenge Enemy (Ex): The ranger can focus his efforts 
against a single favored enemy that he is aware of as a swift 
action. Against this favored enemy, his enemy bonus on weapon 
damage rolls increases by 50%. The ranger can use this ability a 
number of times per day equal to half his highest enemy bonus.

Challenging a favored enemy requires much of the ranger’s 
attention. The ranger takes a –2 penalty to his Armor Class, 
except against the target of this focus option. The focus option 
remains in effect until the target is dead or unconscious or 
until the combat ends. 

Enemy Lore (Ex): Whenever the ranger successfully 
uses a Knowledge skill to identify a favored enemy’s abilities 
and weaknesses, he gains a number of additional pieces of 
information about his favored enemy equal to half his enemy 
bonus (minimum 1).

Enemy Sense (Ex): The presence of the ranger’s favored 
enemy inspires him to react faster than normal. The ranger 
cannot be caught flat-footed by his favored enemies, functioning 
as the uncanny dodge class feature. Additionally, the ranger 
doubles his Perception bonus from his favored enemy class 

feature on Perception checks made to notice an ambush.
Expanded Expertise (Ex): The ranger adds his enemy 

bonus to Diplomacy, Intimidate, Spellcraft, and Stealth checks 
made against his favored enemies.

Focused Bull Rush (Ex): Whenever the ranger succeeds 
on a bull rush attempt against a favored enemy, he can choose 
to end his movement in any space within his favored enemy’s 
threatened area, provided he has sufficient movement to reach 
that space. The ranger must have Improved Bull Rush before 
selecting this focus option.

Focused Casting (Ex): Whenever the ranger targets 
a favored enemy with a ranger spell that he has cast, he adds 
his enemy bonus to the spell’s caster level for the purpose of 
overcoming spell resistance and to the spell’s save DC, if any.

Focused Defense (Ex): The ranger gains Favored 
DefenseUC as a bonus feat. If the ranger has multiple favored 
enemies, he can switch which favored enemy he has chosen with 
the favored defense feat to a different favored enemy as a swift 
action. He can use this ability a number of times per day equal 
to half his highest enemy bonus.

Focused Dirty Trick (Ex): Whenever the ranger succeeds 
on a dirty trick attempt against a favored enemy, he a number 
of rounds to the inflicted condition’s duration equal to half his 
enemy bonus. The ranger must have Improved Bull Rush before 
selecting this focus option.

Focused Disarm (Ex): Whenever the ranger succeeds on a 
disarm attempt against a favored enemy by 10 or more and has 
at least one free hand, he can catch and either wield, stow, or 
drop the disarmed weapon in his space. The ranger must have 
Greater Disarm before selecting this focus option.

Focused Drag (Ex): Whenever the ranger makes a drag 
combat maneuver attempt against a favored enemy, he counts 
as being a number of size categories larger equal to half his 
enemy bonus for the purpose of determining whether he can 
drag his target. The ranger must have Improved Drag before 
selecting this focus option.

Focused Grapple (Ex): Whenever the ranger successfully 
maintains a grapple against a favored enemy and deals natural 
attack or unarmed strike damage to his target, he rolls his weapon 
damage twice and adds the results together before adding bonuses 
from Strength, enhancement bonuses, and so on. The ranger must 
have Improved Grapple before selecting this focus option.

Focused Overrun (Ex): Whenever the ranger makes an 
overrun combat maneuver attempt against a favored enemy, 
he counts as being a number of size categories larger equal to 
half his enemy bonus for the purpose of determining whether 
he can overrun his target. The ranger must have Improved 
Overrun before selecting this focus option.

Focused Reposition (Ex): Whenever the ranger makes a 
reposition combat maneuver attempt against a favored enemy, 
he counts as being a number of size categories larger equal to 
half his enemy bonus for the purpose of determining whether 
he can reposition his target. The ranger must have Improved 
Overrun before selecting this focus option.
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Focused Steal (Ex): Whenever the ranger makes a steal 
combat maneuver check against a favored enemy, selecting 
an item that is fastened to the target don’t grant the favored 
enemy a +5 bonus (or greater) to its CMD. In addition, he 
can steal items from his favored enemies that are closely warn 
with the steal combat maneuver, but doing so grants the target 
a +5 bonus (or greater) to its CMD against the steal combat 
maneuver attempt. The ranger must have Improved Steal 
before selecting this focus option.

Improved Sunder (Ex): The ranger can use the sunder 
combat maneuver to sunder the natural weapons of his 
favored enemies, including unarmed strikes. For the purpose 
of this ability, a creature’s natural weapons have a number of 
hit points equal to 1/10th of the creature’s hit point total. 
If the creature has damage reduction, it is subtracted from 
this damage normally, and fast healing and similar abilities 
heal damage to the creature’s natural weapons. If a natural 
attack has half its total hit points remaining or fewer, the 
creature takes a –2 penalty on attack and damage rolls, can 
only threaten a critical hit with the weapon on a natural 20, 
and deals only x2 damage on a confirmed critical hit. If a 
natural attack is reduced to 0 or fewer hit points, the creature 
cannot attack with the natural weapon until it has 1 or more 
hit points remaining. When a spell or ability heals hit point 
damage from a creature, it also heals an equal amount of hit 
point damage from each of its natural attacks. The ranger must 
have Improved Sunder before selecting this focus option.

Focused Trip (Ex): Whenever the ranger succeeds on a trip 
attempt against a favored enemy by 10 or more, standing from 
prone is a standard action for his opponent, even if they have an 
ability that would normally reduce the action required to stand 
from prone (such as a swashbuckler’s kip-up deed). The ranger 
must have Greater Trip before selecting this focus option.

Ranger’s Initiative (Ex): The ranger adds his enemy bonus 
on initiative checks, provided he is aware that one or more 
favored enemies are among his opponents.

Ranger’s Resolve (Ex): The ranger adds half his highest 
enemy bonus on Will saves.

Scent Tracker (Ex): The ranger gains the scent universal 
monster ability, but he can only detect his favored enemies 
with scent. A ranger with an enemy bonus of +4 or higher 
can detect his favored enemies of the associated type at double 
the usual range (60 feet, or 120 feet upwind and 30 feet 
downwind). Against favored enemies for which his enemy 
bonus is +8 or higher,  he can detect his favored enemies of 
the associated type at triple the usual range (90 feet, or 180 
feet upwind and 45 feet downwind).

Soften Blows (Ex): Whenever the ranger’s favored enemy 
attacks him with a natural attack or unarmed strike and hits, 
the ranger can attempt a Reflex save (DC 10 + the favored 
enemy’s base attack bonus + the higher between the favored 
enemy’s Strength or Dexterity modifier). If he succeeds, he 
takes half damage from the attack. Using this ability requires 
no action, but expends one use of an attack of opportunity.

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. 
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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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