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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 Spell
The following new spell is available to characters for whom it 
appears on their spell list.

HIBERNATE

School enchantment (compulsion); Level druid 6, 
mesmerist 4, psychic 6, shaman 6

Casting Time 1 round
Components V, S, M (a patch of bear’s fur and a globe of fat)
Range touch
Target creature touched
Duration see text
Saving Throw Fortitude negates; Spell Resistance yes

You lull the target into hibernation. For the creature, time 
flows at 1/50th the usual speed (the creature progresses 1 
day for every 50 days that pass). Its body functions continue 
normally, albeit at this reduced pace, and it can be harmed 
normally. This hibernation persists until the magic is 
removed (such as by dispel magic or break enchantment), the 
creature is forcibly awoken through 10 minutes of vigorous 
use of the aid another action, or after sufficient time has 
passed (either the start of the next solstice or equinox or 
after 3 months have passed, whichever is shorter). This spell 
is a magical sleep effect.
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New Oracle Mystery
The following mystery is available to all oracles.

Autumn
Class Skills: An oracle with the autumn mystery adds Fly, 

Knowledge (nature), Stealth, and Survival to her list of class skills.
Bonus Spells: obscuring mist (2nd), gust of wind (4th), 

diminish plants (6th), blight (8th), call lightning storm (10th), 
heroes’ feast (12th), control weather (14th), horrid wilting (16th), 
energy drain (18th).

Revelations: An oracle with the autumn mystery can 
choose from the following revelations.

Aging Touch (Su): Your touch ages living creatures and objects. 
As a melee touch attack, you can deal 1 point of Strength damage 
for every two oracle levels you possess to living creatures. 
Against objects or constructs, you can deal 1d6 points of damage 
per oracle level. If used against an object in another creature’s 
possession, treat this attack as a sunder combat maneuver. You 
can use this ability once per day, plus one additional time per 
day for every five oracle levels you possess.

Armor of Fallen Leaves (Su): You can surround yourself with a 
whirling gust of wind filled with iron leaves as a standard action. 
This whirlwind grants you a +1 deflection bonus to AC and the 
benefits of the entropic shield spell. At 5th level and every 7 levels 
thereafter, this deflection bonus increases by 1, to a maximum 
of +4. Starting at 7th level, whenever you take fire damage 
while this shield is active, the spinning leaves ignite into flame, 
granting you the benefits of a warm fire shield spell for 1 round per 
oracle level you possess. At 13th, the miss chance granted by this 
entropic shield effect increases to 50%. You can use this barrier for 
1 hour per day per oracle level. This duration does not need to be 
consecutive, but it must be spent in 1-hour increments.

Autumnal Repose (Su): You gain a +4 bonus on saving throws 
against curses, fatigue, exhaustion, poison, and effects that 
bestow ability penalties, such as ray of enfeeblement. At 7th level, 
this ability also applies against death effects, energy drain, and 
negative energy effects. At 20th level, you gain immunity to 
these conditions and effects instead.

Equinox (Su): You can manipulate nearby light conditions 
as a standard action, either increasing or decreasing the 
illumination level within 30 feet by one category. This is 
considered a light effect if you increase the illumination level 
or a darkness effect if you decrease it. Either way, the effective 
spell level for this revelation is equal to half your oracle level. 
This ability increases or decreases the current light conditions 
by two categories at 8th level and three categories at 16th 
level. At 12th level, this ability temporarily negates any 
darkness and light spells of equal or lower level, otherwise 
functioning as daylight.  You can use this ability for 1 minute 
per day per oracle level. This duration does not need to be 
consecutive, but it must be spent in 1-minute increments. You 
must be at least 5th level before selecting this revelation.

Festival of the Dead (Su): A procession of dead spirits manifests 
in an 20-foot spread centered on you, appearing as translucent 

skeletons in festive garb. When using this ability, you decide 
whether the spirits are here to speak or scare. If you choose 
speak, this ability functions as call spiritOA. If you choose scare, it 
functions as haunted mistsUM, except it is a conjuration (calling) 
effect instead of an illusion (fear, shadow) effect. You can use 
this ability once per day to speak or a number of times per day 
equal to 3 + your Charisma modifier to scare, but only during 
the night. You must be at least 7th level to select this revelation.

Hibernate (Sp): Once per day, you can lull a living creature 
into a magically-induced state of hibernation. This functions as 
the spell hibernate (see page 3). You must be at least 11th level 
to select this revelation

Lethargy (Su): As a standard action, you can cause all living 
creatures within 30 feet of you to become staggered for 1 
round. Creatures can avert their gaze from you to try and avoid 
this ability as if it were a gaze attack. You can use this ability a 
number of times per day equal to 3 + your Charisma modifier.

Life Leech (Su): As a standard action, you can sup on the life 
essence of one living creature within 30 feet as a standard 
action, channeling it into yourself. The target takes 1d6 points 
of damage per two oracle levels you possess (maximum 10d6). 
You gain temporary hit points equal to the damage dealt by this 
ability, up to the target’s current hit points + its Constitution 
modifier (meaning this ability killed the target). These temporary 
hit points don’t stack. A successful Fortitude save halves the 
damage.  You may use this ability once per day at 7th level, plus 
one additional time per day for every 4 levels you possess beyond 
7th. You must be at least 7th level before selecting this revelation.

Slumber: You can cause a creature within 30 feet to fall asleep, 
functioning as the slumber witch hex. Use your oracle level as 
your effective witch level for the purpose of this ability, and your 
Charisma modifier instead of your Intelligence modifier when 
determining the save DC of this ability. This ability doesn’t count 
as a hex for any purpose, such as meeting the prerequisites of 
feats or the requirements of prestige classes.

Thunder Burst (Ex): As a standard action, you conjure a burst of 
air to form a deafening peal of thunder within 100 feet of you as a 
standard action. When formed, all creatures in a 20-foot spread of 
the burst take 1d6 points of damage and are deafened for 1 hour. 
Half of this damage is sonic damage and the rest is bludgeoning. A 
successful Fortitude save reduces the damage by half and negates 
the deafened condition. You must be at least 7th level to select this 
revelation. You can use this ability once per day, plus one additional 
time per day at 11th level and every four levels thereafter.

Final Revelation: At 20th level, you become the herald of 
autumnal repose, harvest, and rebirth. You become immune to 
ability damage and drain and critical hits. Once per year, you can 
transform the corpse of one deceased living creature into a seed 
with a touch. If you or another creature plants and tends to this 
seed until the end of the next autumn harvest, the seed will sprout 
into a Youth of the deceased creature’s race that appears similar to 
how it did in life at that age, otherwise functioning as reincarnate. 
You can use this ability on yourself when you die as an immediate 
action, but you still need to be planted before you can reincarnate.
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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 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 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 of 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.; .

System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan 

Tweet, Monte Cook, and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

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.

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, © 2009, Paizo Inc.; Author: Jason Bulmahn, 

based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Core Rulebook, © 2010, Paizo Publishing, LLC; Author: 

Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

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 Occult Adventures, © 2015, Paizo Inc.; Authors: John 

Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, John Compton, Adam 

Daigle, Jim Groves, Thurston Hillman, Eric Hindley, Brandon Hodge, Ben McFarland, Erik Mona, 

Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Alex Riggs, Robert 

Schwalb, Mark Seifter, Russ Taylor, and Steve Townshend.

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.

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.

Angel, Monadic Deva from the Tome of Horrors, Revised, © 2002, Necromancer 

Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised, © 2002, Necromancer 

Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
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Brownie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: 

Scott Greene, based on original material by E. Gary Gygax.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of Horrors, Revised, 

© 2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material by E. Gary 

Gygax.

Daemon, Derghodaemon from the Tome of Horrors, Revised, © 2002, Necromancer 

Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised, © 2002, Necromancer 

Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised, © 2002, Necromancer 

Games, Inc.; Author: Scott Greene, based on original material by E. 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.

Froghemoth from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: 

Scott Greene, based on original material by E. Gary Gygax.

Ice Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott 

Greene.

Iron Cobra from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott


