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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 Partrinper RoterLayiNG Gase 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 li-

cense.

Everyman Minis: Mystic Scrivener © 2017 by Everyman Gaming, LLC.

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
PATHFINDER RoOLEPLAYING 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

The Mystic Universe

Mystic scriveners view the cosmos in terms of energy, its esoteric
ebbs and flows from cosmic sources and how the cosmos responds
in kind. Eventually, all such energy wanes and is returned to its
quintessential source, only to flow once more in time.

Mystic scriveners spend decades enriching their understanding
of this cosmic relationship, having developed entire ideologies
and symbologies to describe this phenomena. Among them, the
most famous is known as the Language of Creation. According
to the mystic scrivener, each cosmic concept is symbolized by
a runic representation in the form of a single word. Everything
from the grandest plane to the smallest creature dwelling within
it is intrinsically represented and defined within the Language
of Creation in this manner, as a theoretical representation of
the arcane and esoteric potential of that concept and its cosmic
significance. Scholars have debated for generations the meaning
of each known letter and symbol that comprises the Language of
Creation, only to revise their thinking upon discovering a newer
word that contradicts the previous ones.

Practically, one can draw upon the Language of Creation to
produce potent magical effects. The most well-known means of
doing is through the archaic practice of wordcasting, but mystic
scriveners likewise draw upon these ancient powers to produce
the powerful magical effects that they bind to their ancient

talismans as a means to explore the esoteric nature of reality.




New Archetype

The following archetype is available to investigator characters.

Mystic Scrivener (Investigator)

The greatest thoughts and secrets ever imaged are recorded
upon esoteric texts, and studying the secrets of the universe
through the written word offers the curious and daring
insight into how language can pierce the veils that separate the
manifold dimensions of reality. The most learned scriveners
have accumulated a king’s treasury in occult knowledge that
grants them insight into the innermost workings of the cosmos.

Inscription (Su): Mystic scriveners understand the
underlying language of existence, and can use this language to
create magical inscriptions that have been woven with cosmic
magic. This ability functions as the standard investigator’s
alchemy class feature, except a mystic scrivener gains a
competence bonus on Linguistics and Profession (scribe)
checks instead of Craft (alchemy), and he gains read magic as a
constant spell-like ability. Furthermore, a mystic scrivener can
cast arcane mark as a spell-like ability at will, and when he does
so, he may change which runes, letters, markings, and symbols
make up his arcane mark each time he casts the spell. A mystic
scrivener’s arcane mark may consist of a number of separate
characters equal to 6 + his investigator level, and he uses his
investigator level as his caster level for these spell-like abilities.

Rather than prepare his extracts as consumable liquids, a mystic
scrivener scribes esoteric phrases from a dead language onto
small baubles to achieve the same effects. Rather than imbibe the
extract, the mystic scrivener must provide a verbal component for
the extract (reading it aloud) while holding it firmly in his hands.
This causes the talisman to disintegrate as the magic is expended.
Alchemist and investigator discoveries that affect extracts result
in identical effects on a mystic scrivener’s talismans (such as the
infusion discovery, which would allow another creature to use a
talisman, just as it would allow that creature to use an extract).

This ability alters alchemy.

Occult Linguistics: At 1st level, a mystic scrivener gains
Esoteric Linguistics and Psychic Sensitivity as bonus feats,
ignoring their prerequisites.

Scrivener Talents: In addition to the standard list of
investigator talents, a mystic scrivener can choose from the
following talents whenever he gains a new investigator talent.

Esoteric Writings: When the mystic scrivener selects this
talent, he chooses one spell from the cleric, psychic, or
sorcerer/wizard spell list that is of an investigator extract
level that he can prepare. He adds this spell to his formulae
book and list of investigator formulae known as a investigator
formulae of its cleric, psychic, or sorcerer/wizard spell level,
as appropriate. If a spell appears on more than one of these
spell lists, he uses the highest spell level when determining
the spell’s investigator formulae level. Alternatively, he can
instead select two spells from any of these three lists to add
in this way, but both must be at least one level lower than the

highest-level investigator formulae he can prepare.

Exorcising Sigil (Sp): A mystic scrivener with this talent
can spend two uses of inspiration to draw occult sigils onto a
creature’s brow as a standard action, creating a mystic ward that
disrupts attempts to control or possess his target. This grants the
target gains the second effect of a protection from evil spell, except it
applies against all spells or effects that possess or exorcise mental
control over the target, regardless of alignment. This effect lasts
for 10 minutes per level the mystic scrivener possesses.

Promethean Scrivener (Ex): A mystic scrivener with this
talent learns how to animate constructs using the power of
his talismans rather than arcane magic. The mystic scrivener
gains Craft Construct as a bonus feat without needing to
meet its requirements. The mystic scrivener substitutes his
number of ranks in Linguistics for his total caster level and
uses Linguistics to create the construct as if he were using
the appropriate Craft skill. The DC to create the construct
still increases for any necessary spells that the mystic scrivener
does not have access to. However, the mystic scrivener can
use extracts in place of spells as spell prerequisites. A mystic
scrivener must be at least 6th level before selecting this talent.

Prophetic Dreams (Sp): Once per day, a mystic scrivener can
inscribe esoteric runes on his forehead or eyes to open his
mind to esoteric dreams of future events. If he goes to sleep
within the next hour and remains asleep for at least 1 hour,
the mystic scrivener can ask a question and awakens with an
answer, as augury. Use his investigator level as the spell’s caster
level. At 9th level, this effect instead functions as divination.
At 15th level, it functions as commune.

Seribe Scroll: A mystic scrivener that selects this talent gains
Scribe Scroll as a bonus feat, ignoring its prerequisites. A
mystic scrivener can scribe scrolls of any formulae he knows,
using his investigator level as his caster level. The spell must be
one that can be made into a scroll.

Voice of the Grave (Su): The mystic scrivener gains the voice
of the grave bones mystery revelation (PATHFINDER ROLEPLAYING
Gane: Apmncep Praver’s Guipg). He uses his investigator level as
his effective oracle level to determine the effects of this ability,
and his Intelligence modifier in place of his Charisma modifier
when determining the revelation’s effects.

Magic Circles (Su): At 9th level, a mystic scrivener can
draw magic circles, functioning like the occultist’s magic circles
class feature (PATHFINDER ROLEPLAYING GaAME: OCCULT ADVENTURES).
The mystic scrivener uses his investigator level as his effective
occultist level to determine the effects of this ability, and spends
uses of inspiration to use it, rather than points of mental focus.

This replaces the investigator talent gained at 9th level.

Outsider Contact (Su): At 11th level, a mystic scrivener
gains the ability to call outsiders to his magic circles,
functioning like the occultist’s outsider contact class feature
(PatHFINDER  ROLEPLAYING GaME: Occutt Apventures). The mystic
scrivener uses his investigator level as his effective occultist
level to determine the effects of this ability, and spends uses of
inspiration to use it, rather than points of mental focus.

This ability replaces the investigator talent gained at 11th level.



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, modity, 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 ContentYou 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 chistcrcd Trademark in conjunction with a work containing Opcn
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
()wncrshi]) of that Product Idcntity. The owner of any Product ldcntity 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 ContentYou 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 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.

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.

The Book of Fiends © 2003, Green Ronin Publishing; Authors: Aaron Loeb,
Erik Mona, Chris Pramas, and Robert ]. Schwalb.

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

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,
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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.

Angel, Monadic Deva 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.

Angel, Movanic Deva 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.

Daemon, Derghodaemon 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.

Daemon, Guardian from the Tome of Horrors Complete © 2011,

Necromancer Games, Inc., published and distributed by Frog God Games;

gIGharacter;
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Author: Scott Greene, based on original material by lan McDowall.

Daemon, Hydrodaemon 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.

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.

Poltergeist 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 Lewis Pulsipher.
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Whether unearthing ancient secrets or tapping powers long since
forgotten, Paranormal Adventures is the theperfect resource for
players and GMs looking to infuse|their campaign with ancient rites

of immense power and esoteric forces better left forgotten.
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