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Everyman Gaming began as the blog of Alexander Augunas in January 2014, where 
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players and GMs. In May of 2014, Alex began talks with the Know Direction Network 
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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

Scars
Combat quickly maims its victims, leaving visible wounds that 
distinguish the combatant from ordinary civilians. Whenever 
you take an amount of hit point damage from a single attack 
that is equal to or greater than half your hit point total, you 
must succeed on a Fortitude save or gain a random injury (see 
page 4). The DC for this save is equal to 15 + 1/2 your Hit 
Dice (minimum 0). If you succeed, you instead gain a scar; 
roll on Table: Random Injuries (see page 4) to determine 
where your scar is located. Your GM determines the exact 
appearance of your scar, and may choose a result from Table: 
Random Injuries to better fit the attacker’s tactics and the 
themes of the campaign. A scar is a less serious injury than 
a minor injury (see page 4), and as scars are physical, not 
magical, spells of 6th level or lower cannot remove them 
unless specifically noted otherwise. Regenerate can remove a 
scar, but only if diamond dust worth 500 gp per scar to be 
removed is provided as a material component. When you die 
and are brought back to life by raise dead, any scars you had 
aren’t removed, although the GM can allow any number of 
scars to be removed from your body when you are brought 
back to life by resurrection or true resurrection.

Having one or more scars grants you a +1 bonus on 
Charisma-based skill checks against creatures who can see your 
scars and who would normally be impressed by them, given 
the circumstances. Having a scar can have the opposite effect 
against some creatures, however; granting you a –1 penalty 
on your Charisma-based skill checks. Against particularly 
squeamish individuals, this penalty can further increase by –1 
for every two scars you have beyond the first.

Everyman Minis

Injuries and Scars
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Dodging Death
In rare circumstances, an attack that would otherwise kill 
a character might instead leave them alive but maimed. 
Whenever a character is reduced to a negative number of hit 
points equal to their Constitution score or higher, they can 
attempt a DC 15 Fortitude save. If they succeed, they gain an 
injury and stabilize at a negative number of hit points equal 
to their Constitution score –1 instead of dying. A character 
cannot attempt this save when they are slain by a death effect, 
or when they die from a coup de grace.

To determine the injury you receive, roll 1d12 and 
compare the result to Table: Random Injuries. Alternatively, 
your GM may elect to simply choose an injury for yo that 
fits the actions of the creature that gave you the injury or that 
fits the campaign. You always gain the minor injury associated 
with your result unless you already have a minor injury on that 
specific body part or you rolled a result of a 12, in which case 
you gain a severe injury instead. Unless noted otherwise, the 
effects of minor injuries and severe injuries stack; if you have 
a severe injury, you take the penalties for having both a minor 
and a severe injury even if you didn’t have a previous injury.

Minor and severe injuries caused in this manner cannot be 
healed using typical means; the effects of these injuries are 
physical, not magical, and spells of 6th level or lower cannot 
remove or suppress the effects of a minor injury or severe 
injury unless specifically noted otherwise. Regenerate can 
remove these effects, but only if diamond dust worth 500 
gp is provided as a material component. A creature that dies 
returns to life via raise dead retains any injuries it possessed, 
but creatures returning to life via resurrection or true resurrection 
are automatically healed of them.

Injury Description
The following critical injuries occur to broad, general parts of 
your body. GMs can use these 

Arm Injuries
Arm injuries make it difficult to wield many weapons and 
tools proficiently.

Minor Injury: You take a –2 penalty on attack rolls using your 
injured arm’s hand, and you take a –4 penalty to your Strength 
score for determining your carrying capacity, your Strength 
modifier on damage rolls made using weapons wielded in your 
injured arm’s hand, and whether or not you can effectively use 
a composite bow. When attacking with a ranged weapon, treat 
your target as if it were one range increment further from you 
then it actually is. In addition, you take a –4 penalty on all skill 
checks that rely on the use of your injured arm, as well as all 
Acrobatics, Climb, Disable Device, Escape Artist, Craft, Ride, 
Sleight of Hand, Stealth, Survival, and Swim checks. 

Serious Injury: Your arm is useless. You have one 
fewer hand for the purpose of wielding weapons and using 
equipment, and you automatically fail attack rolls and skill 
checks that require the use of the injured arm.

Chest Injuries
Injuries to your chest, hamper your body’s metabolism, causing 
you to tire quickly and take more damage from wounds.

Minor Injury: You take a –2 penalty to your Constitution 
and a –2 penalty on Fortitude saves against effects that cause 
fatigue or exhaustion.

Serious Injury: Increase the penalty to your Constitution 
score and on saving throws against effects that cause fatigue 
or exhaustion from –2 to –4. In addition, increase any 
Constitution bleed damage or hit point bleed damage that you 
take by 50%. 

Ear Injuries
Injuries to your ears ravage your auditory senses, causing you 
to have difficulty detecting friend and foe alike via sound.

Minor Injury: You take a –4 penalty on all sound-based 
Perception checks, including against ambushing foes. You also 
take a –2 penalty on initiative checks, and your miss chance 
when attacking foes that you cannot see increases by 10%. 
(Apply this penalty after modifiers to your miss chance, such 
as Blind-Fight).

Serious Injury: You replace the minor injury penalties 
with those of the deafened condition, and your miss chance 
when attacking foes that you cannot see increases by 25%. 
(Apply this penalty after modifiers to your miss chance, such 
as Blind-Fight).

Eye Injuries
Injuries to your eyes make it difficult for you to target foes and 
visualize your environment.

Minor Injury: You take a –4 penalty to sight-based 
Perception checks, as well as any skill check normally 
opposed by Perception (such as Disguise or Sleight of Hand). 
In addition, you take a –2 penalty on all ranged attack rolls, 
and you increase the penalties you take from attacking from 
more than one range increment by –1 per range increment. 

Severe Injury: You cannot see anything beyond a number 

Table: Random Injuries
d12 Result Injured Limb*
1 Ear
2 Eye
3 Locomotive
4 Arm
5 Groin
6 Spine
7 Neck
8 Head
9 Chest
10 Vitals
11 Heart
12 Serious Injury (reroll and use the result)
* If you have multiple limbs of a given type, such as two arms 

or two heads, determine randomly which is injured.
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of feet equal to 6 times your space (30 feet for most Medium 
and Small creatures). If all of your eyes are severely injured, 
you become permanently blinded. 

Groin Injuries
Injuries to your groin make walking and removing waste from 
your body painful.

Minor Injury: You take a –2 penalty on all attack rolls, 
skill checks, Reflex saves, Will saves, and initiative checks.

Serious Injury:  Increase your penalty on attack rolls, 
skill checks, Reflexes saves, Will saves, and initiative checks 
from –2 to –4. In addition, you lose the ability to procreate. 

Head Injuries
Injuries to your head addle your mental facilities, and make 
you more susceptible to concussions and migraines.

Minor Injury: You take a –2 penalty on saving throws 
against effects that cause the dazed, dazzled, nauseated, 
sickened, or stunned conditions. In addition, you take a –2 
penalty to one randomly determined mental ability score and 
a –1 penalty to all other mental ability scores.

Serious Injury: Increase the penalties that you take on 
saving throws against effects that cause the dazed, dazzled, 
nauseated, sickened, or stunned conditions from –2 to –4. In 
addition, you take a –4 penalty to two randomly determined 
ability scores (including the previously determined one) and a 
–2 penalty to the remaining mental ability score.

Heart Injuries
Injuries to your heart make it difficult for you to breathe 
properly, causing you to quickly tire from strenuous action.

Minor Injury: You can take physically or mentally demanding 
actions (any action that you could not perform while resting) for 
a number of rounds each day equal to your Constitution score, 
but after that you must make a DC 10 Constitution check to 
continue taking physically or mentally demanding actions. You 
must check against each round in which you continue to take 
physically or mentally demanding action, and the DC of this 
check increases by 1 for each check you have made. When you 
fail this check, you become fatigued and sickened for a number 
of minutes equal to the DC of the Constitution check that you 
failed. If you are already fatigued, you are exhausted, and if you 
are already sickened, you are nauseated.   

Serious Injury: You take a –10 penalty to your 
Constitution score for the purpose of determining how long 
you take physically or mentally demanding actions before 
needing to make Constitution checks (see above).

Locomotive Injuries
Injuries to locomotive limbs, such as legs or wings, make it 
more difficult for you to move about.

Minor Injury: Any movement speed requiring the injured 
leg or wing is reduced by 10 feet if your speed is 30 feet or 
higher, or 5 feet if your speed is 20 feet or lower. In addition, 

you take a –4 penalty on all skill checks that rely on your 
injured arm or wing for locomotion, as well as all Acrobatics, 
Climb, Disguise, Ride, Stealth, Swim, and Survival checks.

Serious Injury: Your leg or wing is useless. Each of your 
movement speeds that requires the injured leg or wing is reduced 
by half. If this reduces your base speed to 0 feet, you are prone and 
take a –4 penalty on Reflex saves. You also take a –10 penalty to 
your Strength score for the purpose of determining your carrying 
capacity unless you have something to lean on, like a crutch.

Neck Injuries
Injuries to your neck make it difficult to breathe and speak.

Minor Injury: You take a –4 penalty on skill checks and to 
the save DCs of your spells and abilities that require vocalizations 
of any kind (such as speech, singing, growling, or howling), as 
well as a –2 penalty on effects that cause fatigue or exhaustion. 
In addition, any actions to use or maintain abilities that require 
verbal components (including spells and certain bardic 
performances) have a 20% fail chance, wasting the action. 

Severe Injury: Every hour that you spent taking physically 
or mentally demanding actions (any action that you could not 
perform while resting), you must attempt a DC 15 Fortitude 
save or take 1 point of ability damage to all of your ability 
scores from oxygen deprivation. (This ability damage can be 
healed normally.) The DC for this saving throw increases by 
+1 for each subsequent check made. Each hour that you take 
no physically or mentally demanding actions reduces this DC 
by 1 (minimum 15). Creatures that don’t need to breathe are 
immune to this injury.

Spine Injuries
Injuries to your spine leave you in incredible pain and may 
affect your ability to move.

Minor Injury: You take a –4 penalty to your Strength and 
Dexterity scores, and a –2 penalty on saving throws against 
pain effects.

Serious Injury: You are paralyzed in 1d4 limbs; 
locomotive limbs become paralyzed first, followed by arms. 
You count as having a serious injury with all paralyzed limbs. If 
all of your arms and locomotive limbs become paralyzed, you 
gain the paralyzed condition. 

Vitals Injuries
Injuries to your vitals make it easier to deal critical damage to 
you in a fight, and cause those attacks to severely wound you.

Minor Injury: You take a –4 penalty to your AC against 
attacks to confirm critical hits, and critical hits confirmed 
against you deal 1d4 points of Constitution damage as bleed 
damage and cause you to become fatigued and sickened for 
1d6 × 1d12 minutes. 

Serious Injury: Whenever you are critically hit, you take 
Constitution drain as bleed damage instead of Constitution 
damage and you are nauseated for 1d12 rounds before 
becoming sickened for the normal duration (see above).
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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.

Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing, 

LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, 

and Skip Williams.

Everyman Minis: Injuries and Scars © 2017, Everyman Gaming LLC; 

Author: James Ballod.
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