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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
CHa Microsizep ApveNTURES, and the EVERYMAN NED
series, EVERYMA s 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 prm‘ide
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

s was born!

is 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 rms. Some EVERYA 15 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
Mis are intended to add something cool or weird to the
PATHFINDER ROLEPLA Game. We believe that every Everyman
Gaming product is something special and wonderful, no
matter how small, and hopefully after reading this installment
of EVERy Minis you'll feel the samel!

~ Alexander Augunas

What’s an Occult Ritual?
This installment of Evervman Minis introduces a weird, new
occult ritual designed to transform ordinary creatures into
magical vestments for peculiar individuals seeking to use their
victims’ likeness for their own purposes, be they nefarious
or benign. Occult rituals are special incantations that anyone
can cast, even characters who are unable to cast spells. Rituals
involve a number of esoteric components and sometimes
allow one or more secondary casters to assist the ritual’s
primary caster, but despite this they function like spells in
most regards. Rituals must be learned before they can be cast,
though only the primary caster needs to fully understand the
ritual’s intricacies. Rituals cannot be cast without cost, and
include both a harsh penalty if the ritual’s casting fails as well
as a backlash that befalls its casters regardless of success or
failure. All rituals include one or more material components
as well as focus components that harness and focus the ritual’s
power; even if a ritual’s component doesn’t include a cost, it
is seldom easy to procure and is never assumed to be easily
available or within a spell component pouch.

For more information regarding the discovery and casting
of occult rituals, consult the occult rituals section in Chapter
5 of PATHFINDER ROLEPLAYING GAME OQCCULT ADVENTURES.




New Occult Ritual

The following occult ritual allows a primary caster to transform

her victims into a living vestment which she can then possess,
enabling her to take control of her victim’s body and all of its
abilities and assets while simultaneously ensuring that the victim
is unable to escape her thralldom. For as soon as the garment is

removed, the target reverts back into inanimate clothing.

SKINSUIT VESTMENTS

School transmutation (polymorph) [evil]; Level 8

Casting Time 80 minutes

Components V, S, M (a set of eight living steel'™ buttons
worth 2,500 gp; a spool of twine spun from a hag’s hair
worth 500 gp; ointment made from boiled calamus root,
licorice root, and lilacs worth 50 gp), F (a set of sewing
needles made from a keketar’s bones worth 1,250 gp), SC
(up to the Intelligence modifier of the primary caster)

Skill Checks Knowledge (arcana) DC 36, 3 successes;
Spellcraft DC 36, 3 successes; Heal DC 36, 1 success; Craft
(clothing) DC 36, 1 success

Range touch

Target one helpless living, corporeal creature with a
discernible anatomy

Duration instantaneous

Saving Throw Fortitude negates; SR yes

Backlash All casters’ skin begins to slough off, causing them
to take 2d6 points of Constitution damage.

Failure All casters take 4d6 points of Charisma drain. If the
primary caster’s Charisma score is reduced to 0 by this ability
drain, it dies and is instantly reincarnates as a doppleganger
(PatHFINDER  ROLEPLAYING GaME: BEsTiRY), functioning as the
spell reincarnate. The primary caster also gains the following
madness afflictions (PATHFINDER ROLEPLAYING GAME: HORROR
Apventures): delusion, fugue, and mania. The object of the
primary caster’s mania is the ritual’s target, and the primary
caster’s delusions involve some belief about the relationship

between the primary caster and the ritual’s target.

EFFECT

The primary caster begins this ritual by securing the target to
an altar and stripping them of possessions, taking special care to
ensure that the target’s head, neck, and chest are exposed. Typically,
unwilling targets are incapacitated using paralyzing venom or by
knocking them unconscious. Once the target has been properly
prepared, the primary caster draws 1 pint of blood from the target
and mashes it together with a specially prepared ointment made
from boiled calamus root, licorice root, and lilac blossoms, then
uses this ointment to draw a line on the target from the center
of her navel to the tip of her chin. Once this ointment has been
applied, the primary caster rubs any remaining ointment onto a set
of sewing needs crafted from the bones of a kektar protean and
uses them to sew eight living steel buttons onto the target’s torso,
affixing them in place using twine spun from the hairs of an annis
hag, a blood hag, and a night hag. The buttons must be regularly
spaced at even intervals across the target’s chest, just left of the line

of ointment. This process takes 10 minutes of careful planning and
stitching per button. Once all eight buttons have been sewed in
place, the primary caster places two fingers (or similar appendages)
at the tip of the target’s chin and begins slowly tracing the ointment
line down to her navel while chanting—at this time, the target
attempts its saving throw. If the target fails, its chest splits open on
the ointment line as the primary caster’s fingers move downward,
accompanied by cracking bone and gurgling blood. As the caster
continues to move her finger downward towards the target’s navel,
the target’s body slowly transforms into one-piece garment that
acts as a mundane costume that has a realistic (if slightly childish)
appearance resembling that of the target—this garment includes
the eight living steel buttons used in the ritual, attached via hag’s hair
twine, coverings for the wearer’s feet and hands that resemble the
target’s feet and hands, and a hood that covers the wearer’s face and
resembles the target’s head and face. Although this transformation
is a polymorph effect, any equipment or gear worn by the target
does not merge into its new form. Instead, equipment and gear falls
to the ground around the garment in the former creature’s space.

As a garment, the target is an inanimate object instead of a
creature—the target does not age, hunger, grow, or thirst, and
it isn’t conscious of the world around it. The target retains any
damage reduction, hardness, or energy resistances that it possessed
as a creature, and its hit point total and base saving throw bonuses
remain unchanged (though as an inanimate object all of its ability
scores are effectively 0). While worn, the target instantly resizes
to suit its wearer’s size and shape, and small holes appear in eyes
of the target’s mask to allow it to see unimpeded. However,
such parlor tricks aren’t the true extent of the ritual’s power. If
a wearer properly buttons all eight living steel buttons and speaks
a command word (the original chant used to transform the target
into a garment), the target transforms back into a creature, abet
one that is being possessed by the wearer, functioning as greater
possession®*. Unlike greater possession, this effect has no duration and
effects that suppress or break possession cannot free the target,
even temporarily. In this form, the living steel buttons remain
visibly stitched into the target’s flesh, and if even one button
becomes unbuttoned or is removed from the target, the target
transforms back into a garment worn by its wearer. Fortunately,
the wearer can spend 1 minute performing a chant that merges
the buttons back into the creature’s body. Making the buttons
reappear so the garment can be removed also takes 1 minute.

If the target takes enough hit point damage that its hit points
become 0, it automatically reverts back into a garment and
it cannot transform back into a creature until the damage is
repaired. If the garment is totally destroyed beyond repair
(such as if the garment is disintegrated), the target’s soul
passes on to the afterlife as normal. Break enchantment or
similar spells of greater power can return the target to its true
form—the ritual’s caster level for this purpose is equal to
the primary caster’s Hit Dice. If freed, the target returns to
its true form, even if the target was currently being worn by
another creature. In this case, the wearer is ejected from the

target’s body as if it were possessing the target.



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: 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 ContentYou 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 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 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
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Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing,
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Basidirond from the Tome of Horrors, © 2002, Necromancer Games,

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

Cave Fisher from the Tome of Horrors, © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Lawrence Schick.

Crystal Ooze from the Tome of Horrors, © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.

Dark Creeper from the Tome of Horrors, © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Rik Shepard.

Dark Stalker from the Tome of Horrors, © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Simon Muth.

Dracolisk from the Tome of Horrors, © 2002, Necromancer Games, Inc.;
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Author Scott Greene.
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Mite from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author
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Inc.; Author Scott Greene, based on original material by Gary Gygax.
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