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DESIGNATION OF PRODUCT IDENTITY
All company names, logos, and artwork, images, graphics, illustrations, trade dress, and
graphic design elements and proper names are designated as Product Identity. Any rules,
mechanics, illustrations, or other items previously designated as Open Game Content

elsewhere or which are in the public domain are not included in this declaration

DEecrarATION OF OPEN GAME CONTENT
All content not designated as Product Identity is declared Open Game Content as de-
scribed in Section 1(d) of the Open Game License Version 1.0a.

Compatibility with the ParHFINDER ROLEPLAYING GAME Tequires the PATHFINDER ROLEPLAYING GAME
from Paizo Inc.. See http://paizo.com/pathfinderRPG for more information on
the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does

not endorse this product.

Pathfinder is a registered trademark of Paizo Inc., and the ParrriNper RorepLaving Gane and
the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Inc., and
are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.

com/pathfinderRPG/ compatibility for more information on the compatibility license.
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ABout EVERYMAN GAMING, LLC
Everyman Gaming began as the blog of Alexander Augunas in January 2014, where
he wrote about Pathfinder Roleplaying Game tips, tricks, and techniques for both
players and GMs. In May of 2014, Alex began talks with the Know Direction Network
about bringing his blog to their site under the name Guidance. At the same time, Alex
transformed Everyman Gaming into the company it is today so he could begin self-
publishing his works. In 2016, he teamed up with Rogue Genius Games to release

Ultimate Occult and has remained with them since.

Want to check outa fulllisting of Everyman Gaming LLC products and stay up-to-date with
Everyman Gaming LLC’s announcements? Visit http:// WWW.everymangaming.
com!You can also follow Everyman Gaming on Facebook at https:/ /www.facebook.
com/gamingeveryman or on Twitter at handle @EMGamingLLC.



Welcome to Everyman Minis!

From the company that brought you jewels such as Urruare
CHarismA, Microsizep 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 Evervian 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 Evervuan 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 Evervuan
Miis are intended to add something cool or weird to the
ParnrINDER RorErLAYING GamE. We believe that every Everyman
Gaming product is something special and wonderful, no
matter how small, and hopefully after reading this installment

of Evervman Minis you’ll feel the same!

~ Alexander Augunas

New Feat
The following feat is available to all characters who meet its

prerequisites.

Inspired Objection
Your inspiration allows you to combat your opponent’s skills,
weakening them with your own expertise.

Prerequisite: Inspiration class feature.

Benefit: You can use your inspiration to hinder your
opponent’s skills and attacks. Whenever an opponent that you can
see attempts a skill check that either opposes one of your skill
checks (such as a Sense Motive check opposed by your Bluff) or
that is compared to your CMD or Hit Dice (such as an Intimidate
check to demoralize you or an Acrobatics check to move through
your threatened area), you can spend one use of inspiration to
roll your inspiration die as a free action, even if it isn’t your turn.
Your opponent takes a penalty on their skill check equal to the
result of your inspiration die. You can’t use this ability to oppose
a skill check if you already spent inspiration on your skill check;
for instance, if your opponent makes an opposed Sleight of Hand
check against your Perception, you cannot use this ability to
penalize your opponent’s Sleight of Hand if you already spent
inspiration to gain a bonus to your Perception check. If you have
the combat inspiration investigator talent, you can use this ability
to penalize any attack roll that targets you as an immediate action.




New Archetype

The following archetypes are available to investigator characters.

Far-Shot Sleuth (Investigator)
Although most investigators prefer to get down into the
trenches when investigating, far-shot sleuths know the value of
keeping one’s distance, relying on their ace aim and deductive
reasoning to strike down foes from afar.

Ranged Sleuth (Ex): At 2nd level, a far-shot sleuth gains
Precise Shot as a bonus feat. In addition, he counts as having
the Point-Blank Shot feat for the purpose of meeting feat
prerequisites.

This ability replaces poison lore and poison resistance +2.

Investigator Talents: In addition to the standard
investigator talents available to all investigators, a far-shot
sleuth can select the following investigator talents.

Enhanced Deflection (Ex): An investigator with this talent
can use his inspired deflection investigator talent to deflect
a ranged attack targeting any creature within 30 feet of him.
When using inspired deflection in this manner, he must expend
one additional use of inspiration, for a total of two uses. An
investigator must be at least 7th level and have the inspired
deflection investigator talent before selecting this talent.

Inspired Deflection (Ex): Once per round, an investigator with
this talent can expend one use of inspiration as an immediate
action to deflect a projectile ranged attack targeting him,
functioning as the Deflect Arrows feat. If the investigator
already has Deflect Arrows, he can use both abilities during
a single round.

Ranged Study: At 5th level, a far-shoot sleuth chooses
one ranged weapon that he is proficient with. He gains
Ranged Study*“® with that weapon as a bonus feat, ignoring its
prerequisites. The far-shoot sleuth ignores the Weapon Focus
feat as a prerequisite for Ranged Study, and he can select Ranged
Study multiple times. Each time he does, he must choose a
different weapon he is proficient with to apply the feat to.

This ability replaces poison immunity and all later iterations

of poison resistance.

Freelance Agent (Investigator)

While few investigators are directly employed by government
officials, freelance agents make it a habit to emphasize their
distance from legal aspects of investigating. Freelance agents
are willing to break into anywhere and take whatever they
need to solve their case. That isn’t to say that freelance agents
can’t be morally upstanding or even honorable—they simply
understand that justice cannot bind itself laws that unwittingly
serve the corrupt.

Underground Sleuth (Ex): A freelance agent can
use his inspiration on Bluff, Disable Device, Disguise,
Intimidate, or Sleight of Hand checks without expending
uses of inspiration, provided he’s trained in the skill. If he
later gains the underworld inspiration investigator talent, he

can use inspiration with these skills even if he isn’t trained in

them. A freelance agent can’t use inspiration on Knowledge,
Linguistics, or Spellcraft checks without expending a use
unless he has the inspired intelligence investigator talent.

This ability alters inspiration.

Sneak Attack (Ex): At 4th level, a freelance agent gains the
sneak attack class feature, as a rogue. His sneak attack damage is
+1d6 at 4th level, and increases by +1d6 at 8th level and every
4 levels thereafter, to a maximum of +5d6 at 20th level.

This ability replaces studied strike +1d6, +3d6, +5d6,
+7d6, and +9d6.

Unwitting Ally (Ex): At 6th level, a freelance agent gains
the unwitting ally"® advanced rogue talent. Whether or not
his check to use this ability succeeds, he cannot use this trick
again on the same opponent for the next 24 hours unless the
freelance agent spends one use of inspiration when taking the
swift action to use this ability.

This ability replaces studied strike +2d6.

Studied Deflection (Ex): At 10th level, a freelance
agent cannot be flanked or caught flat-footed by any opponent
that is the target of his studied combat ability. In addition, any
opponent that is the target of his studied combat ability does
not count as threatening the freelance agent for the purpose
of determining whether the freelance agent is being flanked
by other opponents.

This ability replaces studied strike +4d6.

Studied Flanking (Ex):At 14th level, a freelance agent
treats the target of his studied combat ability like an ally for
the purpose of providing a flank.

This ability replaces studied strike +6d6.

Perfect Precision (Ex):At 18thlevel, whenever a freelance
agent deals sneak attack damage to an opponent, he can spend
one use of inspiration as a free action, even if it isn’t his turn,
to roll his sneak attack damage twice and use the higher result.

This ability replaces studied strike +8d6.

New Investigator Talents
The following talents are available to any investigator who
meets their prerequisites.

Debilitating Injury (Ex)*: An investigator with this talent
gains the debilitating injury class feature, as a rogue (see Chapter 1
in ParrFNDER RorePLAYING Gaste: Parrriper Uncriavep). Unlike a rogue,
the investigator debilitates opponents that he deals studied combat
damage to instead of sneak attack damage. An investigator with this
talent doesn’t have an effective rogue level for the purpose of this
ability, so the penalties for the bewildered and disoriented injuries
don’t increase. If the investigator has or later gains debilitating injury
from the rogue class, his investigator levels stack with his rogue
levels for the purpose of determining the penalties inflicted by these
injuries. The investigator must be at least 7th level to select this talent.

Deduction (Ex): An investigator with this talent can use
deductive reasoning to verify his own hypotheses. This ability
functions as augury, except the investigator must state an
hypothesis based on evidence that he has observed and collected

rather than a mere question. For instance, if an investigator



learned from a bystander that a perpetrator headed south and
he knows that there is a farmstead in that direction, he could
use this ability to attempt to verify his hypothesis that the
perpetrator was heading for the farmstead. Rather than answer
with “weal” or “woe,” he receives an answer of “likely” or
“unlikely,” or “unsure” if there isn’t enough evidence to support
his theory. The investigator uses his level as the spell’s caster
level, and a failure always returns a result of “unsure.” Since this
ability isn’t magical, the likeliness of his hypothesis being likely
or unlikely is unaffected by time constraints. The investigator
must spend one use of inspiration to use this ability.
Investigation Magic (Sp): An investigator with this talent
gains the ability to cast one of the following spells once per day as

aspell-like ability for every 2 investigator levels he possesses: blood
biography*" APG
In addition, the investigator can cast any of the spells from this list,

, residual tracking™™", speak with dead, or speak with haunt.
even if he didn’t select it with this talent, by spending two uses of
inspiration as part of the action to cast the spell. Doing so counts
against the total number of times per day that he can cast the spell
that he actually chose with this talent. An investigator must have
the minor magic rogue talent before selecting this talent.

Occultic Trail (Ex): The investigator can charge objects
with psychicimprints, leaving behind a psychic trail of evidence
that those skilled in psychometry can follow. This ability
functions like the charge object®* spell, except it is extraordinary
and the duration is one week per level the investigator
possesses instead of permanent. When summarizing his
experiences with the item, the investigator can include any
information he wants about the item’s significance, not just
his personal experiences with it. For instance, the investigator
could include that he discovered or suspected that the item is a
clue to solving a murder even though that isn’t an experience
he’s had with it. The investigator must spend one use of
inspiration to use this ability, and he can spend multiple uses
of inspiration to add more information to the imprint. Doing
so also resets the duration of the charge object effect.

Psychic Sleuth (Su): The investigator can use occult skill
unlocks as if he had the Psychic Sensitivity feat by spending
one use of inspiration when taking the action to use the occult
skill unlock (see the occult skill unlock section of Chapter 5 in
ParHEINDER RoLEPLAYING GamE: Occurt ApvenTures). The investigator
must have at least 1 rank in an occult skill unlock’s associated
skill to attempt to use it in this manner.

If the investigator has the Psychic Sensitivity feat or some other
means of using occult skill unlocks (such as the ability to cast
psychic spells), he can use any occult skill unlock he has access
to but has already used again by spending one use of inspiration
when taking the action to use the occult skill unlock. For instance,
he could spend inspiration to make additional dowsing attempts
even if a full day hasn’t past since his first, or to make additional
automatic writing attempts even if a full week hasn’t past. The
investigator doesn’t regain inspiration spent in this manner until
he would be able to use that occult skill unlock again (one day or

one week, as detailed by the occult skill unlock).

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 grantYou 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: IfYou are contributing original
material as Open Game Content,You represent thatYour 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 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, independent
Agreement with the owner of each clement 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 unlessYou 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 of the Open Game Content due to
statute, judicial order, or governmental regulation thenYou 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.; .

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

Pathfinder RPG Core Rulebook, © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Advanced Class Guide, © 2014, Paizo Inc.;
Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn,
Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan H. Keith, Will McCardell, Dale
C. McCoy, Jr., Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean K
Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Inc.; Author: Jason
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Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Publishing, LLC;
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Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, Russ Taylor, and Steve
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Pathfinder Roleplaying Game Pathfinder Unchained, © 2015, Paizo Inc.;
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TSR.

Angel, Monadic Deva from the Tome of Horrors Complete, © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games; Author: Scott
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Necromancer Games, Inc., published and distributed by Frog God Games; Author: Scott
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Daemon, Piscodaemon from the Tome of Horrors Complete, © 2011,
Necromancer Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Demon, Shadow from the Tome of Horrors Complete, © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by Neville White.

Genie, Marid from the Tome of Horrors Complete, © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by Gary Gygax.

Marid from the Tome of Horrors III, © 2005, Necromancer Games, Inc.;
Author: Scott Greene.
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Whether unearthing ancient secrets or tapping powers long since
forgotten, Paranormal Adventures is the the|perfect resource for
players and GMs looking to infuse|their campaign with ancient rites
of immmense power and esoteric forces better left forgotten.
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