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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

The Magic of Youth
Countless stories and literary works refer to childhood as a 
time of wonder and magic, a time when one’s naïvety makes 
everything new seem wondrous, and even the must mundane 
of journeys a grand adventure. Such works often ascribe literal 
magic to childhood, often claiming that young people have a 
magic that adults cannot fathom. Perhaps those authors of old 
are correct, because in writing everyman minis: sPells of Childhood 
it became apparent very quickly just how difficult designing 
spells around the twin themes of “childhood and children” is.

When writing everyman minis: sPells of Childhood, the first 
thing that became very clear was that plenty of spells that felt 
right for kids were already in the game as general spells. For 
instance, being really good at climbing trees or swimming feels 
like things that kids would use their magic on, but spells exist 
in the game already that grant swim speeds and climb speeds—
sometimes both simultaneously. Frantic, we started asking 
actual kids (ages 8 through 11) what magic powers they would 
want to have if they could, and honestly? The answers were all 
things adults would value too. (One kid literally said, “A spell 
that prints endless money that people won’t see as being fake.” 
Heck, sign me up for that!) So ultimately, what I got out of that 
discussion was that trying to find spells that kids “wanted” was 
futile because kids “wanted” the same types of magic as adults. 
So we went with thematic childhood instead. Enjoy!

Everyman Minis

Spells of Childhood
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New Spells
The following new spells are appropriate for young characters, 
or are thematically tied to youths.

Alter MeAl

School transmutation; Level bard 0, druid 0, occultist 0, 
mesmerist 0, psychic 0, shaman 0, sorcerer/wizard 0, witch 0

Casting Time see text
Components V, S
Target 1 cu. ft. of food and drink/level
Duration instantaneous
Saving Throw Will negates (object); Spell Resistance yes 

(object)

When you cast this spell, you alter the target food and drink 
to taste different. When using this spell, you can enhance the 
food’s flavor, diminish the food’s flavor, repair the food, or 
change the food’s flavor, as described below:
 » Change: You make the target food or drink taste like something 

else entirely. For example, you can make water taste like 
wine or ground meat taste like sirloin steak. You can choose 
whether or not to change the properties of the food to make 
its new taste. For example, if you use this spell to change 
water into wine, you can choose whether or not the wine 
is alcoholic. This use of sweet tooth can’t be used to make the 
target food poisonous, diseased, or otherwise afflicted, and 
it cannot detoxify or otherwise cleanse food that has been 
infected with such afflictions.

 » Diminish: You can make the flavors of the target food less 
pronounced. For example, you can make spicy food taste less 
spicy, sweet food taste less sweet, or bland food taste blander.

 » Enhance: You can make the flavors of the target food more 
pronounced. For example, you can make spicy food taste 
spicier, sweet food taste sweeter, or bland food taste less bland.

 » Repair: You fix flaws in the target food or drink’s preparation. 
For example, you can make burnt food unburned or 
overcooked or undercooked food properly cooked.

If you use this spell so that you modify all target food and drink 
in the same way, it takes a standard action to cast. If you use this 
spell and modify all target food and drink individually, it takes 
1 round per cubic foot of food targeted. This spell cannot make 
spoiled, rotten, diseased, poisonous, or otherwise contaminated 
food and water suitable for eating or drinking, although it can 
make such food taste better or worse, as described above.

AssuMe Authority

School enchantment (charm) [mind-affecting]; Level antipaladin 
2, bard 2, cleric 2, inquisitor 2, mesmerist 2, occultist 2, paladin 
2, psychic 2, shaman 2, sorcerer/wizard 2, witch 2

Casting Time 1 standard action
Components V, S
Target one creature
Duration 1 hour./level (D)
Saving Throw Will negates; Spell Resistance yes

You twist the subject’s perceptions of reality, making it believe 
that you are its direct superior. Whenever you use Bluff to 
deceive or lie to the subject or either Diplomacy or Intimidate 
to make a request of the subject or influence its attitude, the 
subject determines its responses based upon the belief that 
you are its direct superior. For instance, if you cast this spell 
on a chef and request they cook you a meal with Diplomacy, 
this would likely to be a reasonable request because the chef 
would see you as their direct superior.

This spell does not enable you to control the charmed person 
as if it were an automaton, but it perceives your words and actions 
as if they were coming from a direct superior. You can try to 
give the subject orders, but you must win an opposed Charisma 
check to convince it to do anything it wouldn’t ordinarily do, 
and retries on this check are not allowed. An affected creature 
never obeys suicidal or obviously harmful orders, but it might 
be convinced that something very dangerous is worth doing. Any 
act by you or your apparent allies that threatens the charmed 
subject breaks the spell. You must speak the subject’s language to 
communicate your commands, or else be good at pantomiming.

FingerpAint

School transmutation; Level bard 0, cleric 0, druid 0, inquisitor 
0, medium 0, medium 0, mesmerist 0, occultist 0, psychic 0, 
shaman 0, sorcerer/wizard 0, summoner 0, witch 0

Casting Time 1  standard action
Component V, S, M (a drop of paint)
Range personal
Target you
Duration 10 min./level (D)

You can secret colorful pigments from your fingertips, 
allowing you to color and mark other items and objects as if 
you were using colored inks, graphite, or paints. Each time you 
cast this spell, you choose one specific medium (but not color) 
to secret. For instance, you can choose oil paint or chalk pastel, 
but not red ink (you could, however, simply choose ink).

Each of your fingers (or similar appendages) secrets a 
different color of your choice for the spell’s duration. You can 
change what color any of your fingers secrets as a free action.

gross globule

School conjuration (creation); Level antipaladin 2, 
bloodrager 2, occultist 2, psychic 2, ranger 2, sorcerer/
wizard 2, spiritualist 2, summoner 2, witch 2

Casting Time 1 standard action
Component V, S, M (dried worms, mucus, or an equally 

gross substance)
Range close (25 ft. + 5 ft./2 levels)
Target one creature
Duration 1 round/level
Saving Throw see text; Spell Resistance no

You conjure a fist-sized sphere filled with whatever substance 
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you provided as a material component into your hand and lob 
it at the target. Make a ranged touch attack roll against the 
target’s touch AC as if you were throwing a splash weapon. 
On a direct hit, your globule deals no damage, but the target is 
nauseated for 1d4+1 rounds unless it succeeds on a Fortitude 
save. In addition, all creatures within the globule’s splash 
radius must succeed at a Reflex save or become affected as if 
they had suffered a direct hit (they are nauseated for 1d4+1 
rounds unless they succeed on a Fortitude save).

Each round, a creature that has been nauseated by this spell can 
attempt to regain their composure as a move action by making 
a new Fortitude save against this spell’s DC. If they succeed, 
they are no longer nauseated but can take no actions (including 
attacks of opportunity) until the start of their next turn.

huMiliAting trick

School universal; Level antipaladin 2, bard 2, bloodrager 
2, inquisitor 2, magus 2, mesmerist 2, ranger 2, sorcerer/
wizard 2, witch 2

Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level (D)
Saving Throw none; Spell Resistance no

You prepare a variety of minor spells and effects that you can 
use to pull pranks and other tricks on opponents. You can 
perform any combat maneuver at a range of 30 feet (except 
grapple). In addition, whenever you attempt a combat 
maneuver, you may substitute your caster level for your base 
attack bonus, and your highest mental ability score modifier 
for your Strength modifier. All other feats or effects that you 
have that apply to combat maneuvers apply to your combat 
maneuver attempt (such as Greater Dirty Trick). 

Each time you attempt a combat maneuver while under the 
effects of humiliating trick, reduce the spell’s duration by 1 minute. 
If a combat maneuver attempt reduces the remaining duration 
to 0 hours or less, the spell ends after the combat maneuver 
resolves. The benefits of humiliating trick do not apply to grapple 
attempts, and attempting to grapple an opponent while under 
the effect of humiliating trick does not reduce the spell’s duration.

MAgicAl teA pArty

School conjuration [creation]; Level bard 3, cleric 3, druid 
3, inquisitor 3, occultist 3, psychic 3, shaman 3, spiritualist 
3, sorcerer/wizard 3, summoner 3, witch 3

Casting Time 10 minutes
Components V, S, F (a tea set)
Range close (25 ft. + 5 ft./2 levels)
Effect tea party for one creature/level
Duration 1 hour plus 6 hours; see text
Saving Throw none; Spell Resistance no

You create all the items and trappings needed to host a tea party, 
including a fancy table, chairs, food, and drink. The tea party 
takes 1 hour to complete, and the beneficial effects do not set 
in until this hour is over. Every creature partaking in the tea 
party gets a +4 morale bonus on saving throws against disease, 
fear, nausea, and sickened effects for 6 hours after imbibing the 
magical tea that is part of the tea party. If a creature is already 
the influence of one of these effects when it partakes in the tea 
party, it immediately makes a new save with these bonuses at 
the same DC to end the effect. The delightful biscuits grant each 
creature that partakes a +1 morale bonus on attack rolls and a 
+4 morale bonus on saving throws against poison for 6 hours.

All trappings created by the spell act as animated objects 
that serve the tea and biscuits to any creature partaking in the 
tea party. They are intelligent (Int, Wis, and Cha equal to 10 + 
½ your caster level) and are able to engage in small talk, but 
they cannot attack in any way and are never allowed an attack 
roll. These animated objects cannot be killed and cannot 
move out of the are where the magical tea party was conjured. 
These objects dissipate if they take 6 points of damage from 
area attacks (they get no save against attacks). If the feast is 
interrupted or attacked for any reason, the spell is ruined and 
all effects of the spell are negated.

rAdicAl AppeArAnce

School transmutation; Level antipaladin 2, bard 2, bloodrager 
2, cleric 2, druid 2, magus 2, inquisitor 2, mesmerist 
2, occultist 2, paladin 2, psychic 2, ranger 2, shaman 2, 
sorcerer/wizard 2, spiritualist 2, summoner 2, witch 2

Casting Time 1 standard action
Components V, S, M (an item or object favored by famous 

or popular people)
Range touch 
Target creature touched
Duration 10 min./level (D)
Saving Throw Will negates (harmless); Spell Resistance 

yes (harmless)

You transform the subject and its gear into a socially 
fashionable, impressive, and sophisticated version of 
themselves. The target gains a +1 morale bonus on all rolls 
and checks, including (but not limited to) ability checks, 
attack rolls, initiative checks, saving throws, skill checks, spell 
damage rolls, and weapon damage rolls. This bonus does not 
apply to die rolls that aren’t an explicit kind of roll or check, 
such as a die roll made to determine the number of monsters 
summoned with summon monster II or a die roll to determine 
the subject’s actions while confused.

In addition, choose one type of social clique or organization 
that favors the provided material component as clothing or 
an accessory. For the spell’s duration, the subject’s starting 
attitude with all members of the chosen clique or organization 
is one category better, as long as each person’s initial attitude 
towards the subject would have been at least indifferent.
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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: Spells of Childhood © 2017, Paizo Publishing, LLC; 

Author: Alexander Augunas
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