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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

What Monk-ery is This?!
As you likely know, two versions of the monk class exist in 
the Pathfinder rolePlaying game: the “core monk,” which can be 
found in the Pathfinder rolePlaying game Core rUlebook, and the 
“unchained monk,” which can be found in Pathfinder rolePlaying 
game: Pathfinder UnChained. This product uses the monk class as 
detailed in the latter product, as core monks don’t possess 
the style strike class feature for which this installment of 
Everyman Minis is named.

If you’re looking for additional resources for the unchained 
monk, check out everyman UnChained: UnChained monk 
arChetyPes and everyman UnChained: UnChained monk arChetyPes 
ii, by Everyman Gaming LLC.

Style Strikes
At 5th level, a monk can learn one type of style strike. 
Whenever he makes a flurry of blows, he can designate one of 
his unarmed strikes as a style strike. This attack is resolved as 
normal, but it has an additional effect depending on the type 
of strike chosen. At 9th level, and every 4 levels thereafter, a 
monk learns an additional style strike. He must choose which 
style strike to apply before the attack roll is made. At 15th 
level, he can designate up to two of his unarmed strikes each 
round as a style strike, and each one can be a different type. 
The monk can choose from any of the following strikes.

Everyman Minis
Monk Style Strikes
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New Style Strikes
The following style strikes are available to all unchained monks.

Arm Wrench: The monk twists his opponents arm to 
loosen their grip. If the attack hits, the monk can make a free 
disarm combat maneuver check against his target (using the 
base attack bonus of the attack used to hit the foe). This disarm 
attempt does not provoke an attack of opportunity. The monk 
must attack with a punch to use this style strike.

Fake Out: The monk feints to create an opening for his 
allies. If the attack hits, the monk can feint his target as a free 
action and add his Wisdom bonus, if any, to the result of his 
Bluff check. If the monk successfully feints his target, instead 
of denying the target its Dexterity bonus to AC, the monk can 
designate one ally that is threatening the target. He cannot 
designate himself in this manner. The feinted target provokes 
an attack of opportunity from the designated target. 

Gut Blow: The monk delivers a powerful blow to the 
stomach, winding his opponent. If the attack hits, the target 
becomes nauseated for 1 round unless it succeeds on a Fortitude 
save (DC 10 + 1/2 the monk’s level + the monk’s Str modifier). 
You must be at least 13th level to learn this style strike. 

Head Smash: The monk delivers a blow to the head, leaving 
his opponent bewildered. If the attack hits, the target must 
succeed on a Fortitude save at the end of the monk’s turn or 
become confused for 1 round (DC 10 + 1/2 the monk’s level 
+ the monk’s Str modifier).  You must be at least 13th level to 
learn this style strike.

Outmaneuver: The monk flips over his foe’s head or slides 
under their legs during their attack, repositioning themselves 
while delivering the strike. As part of his attack, the monk can 
attempt an Acrobatics check to move through his opponent’s 
space. If he succeeds, he can move into any space that is adjacent 
to his target. If he fails, he does not move and provokes an 
attack of opportunity from his target. Movement made with 
this style strike does not count against the monk’s movement 
for the turn, and does not provoke attacks of opportunity 
(except his target, if he fails his Acrobatics check).

Style Techniques
Style techniques are a series of special abilities that enable an 
unchained monk to unlock hidden secrets of his style feats 
(Pathfinder rolePlaying game: Ultimate Combat). Whenever a monk 
would gain a style strike, he can instead choose a style technique 
if he possesses the style feat associated with his technique. For 
instance, in order to learn the crane technique he must first 
have the Crane StyleUC feat. 

Whenever you make a flurry of blows while in the stance 
of your style technique’s associated style feat, you can forgo 
all of your style strikes to designate your flurry of blows as 
a technique strike. During a technique strike, you must 
make any bonus attacks you are entitled to based upon your 
monk level first. If the first of these bonus attacks hits, you 
gain the benefit of your technique’s first hit ability, and each 
successful subsequent hit that you make during the flurry of 

blows (including those from your normal base attack bonus 
progression and spells such as haste) grants you a stacking 
bonus from your technique’s subsequent hits ability. At 15th 
level, you gain an advanced benefit from your technique 
if both your first and second bonus attacks hit during your 
technique strike

If a style technique allows a save, its DC is equal to 10 + 
1/2 the monk’s level + the monk’s Wisdom modifier.

Crane Technique
This technique emphasizes the balance and defense of the 
crane style, throwing opponents off-balance while centering 
the monk to better avoid attacks.

Associated Style Feat: Crane StyleUC.
 » First Hit: Any creature hit by an unarmed strike during 

the technique strike takes a –2 penalty on attack rolls made 
against the monk until the start of his next turn.

 » Subsequent Hits: Each additional hit beyond the first 
increases the penalty that the target takes on attack rolls 
against the monk, to a maximum of –5.

 » Advanced Benefit: If the monk hits the same target with 
two or more attacks during his technique strike, that target 
must succeed on a Reflex save or be knocked prone. A 
creature can only be affected by this ability once per round.

Dragon Technique
Relying on acrobatic footwork and powerful attacks to overwhelm 
foes, this technique embodies the ferocity of dragons.

Associated Feat: Dragon StyleUC.
 » First Hit: The monk increase the saving throw bonus of 

the Dragon Style feat by +2 until the start of his next turn.
 » Subsequent Hits: Each additional hit beyond the first 

further increases the bonus of the monk’s Dragon Style 
feat by an additional +1. If this would increase the monk’s 
bonus to +10 or higher, he becomes immune to sleep 
effects, paralysis effects, and stunning effects until the start 
of his next turn instead.

 » Advanced Benefit: The monk can spend a ki point to use 
the Dragon’s RoarUC feat as a swift action. Each creature 
that fails its Will save against the feat counts as having been 
hit with an unarmed strike or monk weapon for the purpose 
of this technique’s subsequent hits ability. The monk must 
have the Dragon’s Roar feat to use this advanced benefit.

Mantis Technique
Excelling at accuracy and precision, this technique emphasizes 
the mantis style’s ability to find gaps in a foe’s defenses. 

Associated Feat: Mantis StyleUC.
 » First Hit: The monk gains a +2 insight bonus on attack 

rolls against the target of his technique strike’s first bonus 
attack until the end of his next turn.

 » Subsequent Hits: Each additional hit on the target of his 
technique’s first bonus attack beyond the first deals additional 
precision damage equal to the number of previous successful 



05

hits against the target. (The second hit deals +1 damage, the 
third deals +2 damage, and so on.) Creatures that are immune 
to critical hits or sneak attacks are not affected by this damage, 
and protections against critical hits or sneak attacks (such as 
fortification) protect against this damage.

 » Advanced Benefit: If his second attack hits the target of 
his technique strike’s first bonus attack, the target must 
succeed on a Reflex save or be become flat-footed against 
the monk’s attacks until the start of his next turn.

Monkey Technique
Unmatched in agility and maneuverability, this technique 
furthers the unpredictably of the monkey style.

Associated Feat: Monkey StyleUC.
 » First Hit: The monk can move either himself or the target 5 

feet (his choice). This movement doesn’t count against either 
creature’s movement for the current or following round, 
and follows the same restrictions as the reposition combat 
maneuver. A successful Will save negates this effect. 

 » Subsequent Hits: If the target failed its Will save against 
the technique’s first hit ability, each additional hit on the 
target of his technique’s first bonus attack beyond the 
first allows the monk to move either himself or the target an 
additional 5 feet. If the target succeeded on its Will save against 
the technique’s first hit, subsequent hits have no effect.

 » Advanced Benefit: The monk gains the usual benefits 
for flanking the target on all attacks made during the flurry 
of blows regardless of his allies’ positioning. Creatures that 
cannot be flanked are not affected by this ability.

Panther Technique
Focusing on retaliatory and reckless combat, this technique 
emphasizes the panther style’s unrivaled mobility.

Associated Style Feat: Panther StyleUC.
 » First Hit: If the attack hits, the monk can forgo up to three 

attacks when making a flurry of blows to designate the target 
of his attack with this technique. For each attack he forgoes, 
he can use his Panther Style feat to make a retaliatory unarmed 
strike attack against that opponent that as a free action. If he 
has the Panther Claw feat, he can make retaliatory unarmed 
strikes against that opponent even if it isn’t his turn.

 » Subsequent Hits: Each additional hit beyond the first 
grants the monk a +1 insight bonus on attack rolls and damage 
rolls when making retaliatory attacks with the Panther Style 
feat (maximum +5).

 » Advanced Benefit: Every attack that the monk makes 
during his technique strike benefits from the technique’s first 
hit ability (or it’s subsequent hit ability, if the target failed its 
saving throw against the first hit ability).

Snake Technique
Known for striking when enemies least expect it, this technique 
perfects the quick, shifting movements of the style snake.

Associated Style Feat: Snake StyleUC.

 » First Hit: The monk can forgo up to three attacks for the 
remainder of his technique strike. For each attack he forgoes, 
the next time he uses the Snake Style feat’s ability to make a 
Sense Motive check and use the result as his AC or touch AC, 
he may use his result against a number of attacks equal to 1 
+ the number of attacks he forewent or until the start of his 
next turn, whichever occurs first.

 » Subsequent Hits: Each additional hit beyond the first 
grants the monk a +1 insight bonus on Sense Motive checks 
made as part of the Snake Style feat. Multiple hits stack this 
bonus (maximum +5), and the bonus lasts until the start of 
the monk’s next turn.

 » Advanced Benefit: Once before the start of your next 
turn, you can use the Snake Style’s ability to roll a Sense 
Motive check and use the result as your AC or touch AC as 
a free action, even if it isn’t your turn. You cannot use this 
ability as both a free action and an immediate action during 
the same round. 

Snapping Turtle Technique
Combining defensive maneuvers with grapple-based offenses, 
this technique both protects one’s self and incapacitates 
enemies.

Associated Style Feat: Snapping Turtle StyleUC.
 » First Hit: Increase the shield bonus granted by the monk’s 

Snapping Turtle Style feat by +1.
 » Subsequent Hits: Each additional hit beyond the first 

grants the monk a +1 insight bonus on grapple attempts 
made with the Snapping Turtle ClutchUC feat. Multiple 
hits stack this bonus (maximum +5), and the bonus lasts 
until the start of your next turn. The monk must have the 
Snapping Turtle Clutch feat to use this subsequent hits ability.

 » Advanced Benefit: Increase the shield bonus granted by 
the monk’s Snapping Turtle Style feat by +1. This stacks with 
the first hit benefit of this technique.

Tiger Technique
Raking motions with the hands are the hallmark of this 
technique, which seeks to emulate the power and fury of the 
tiger’s fangs and claws.

Associated Style Feat: Tiger StyleUC.
 » First Hit: If the monk’s first bonus attack hits and the result 

is a 19 or 20, the attack threatens a critical hit. If the monk 
has Improved Critical with the weapon he uses to confirm 
this critical hit, the weapon instead threatens a critical hit on 
a 17, 18, 19, or 20. 

 » Subsequent Hits: If the first attack of this technique was 
a confirmed critical hit, each additional hit beyond the first 
adds +1 damage to the bleed damage dealt by the Tiger 
Style feat.

 » Advanced Benefit: If the first attack of this technique was 
a confirmed critical hit, the target takes bleed damage from 
the monk’s Tiger Style feat at the start of their next three 
turns instead of their next two turns.
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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.
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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, and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

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 Pathfinder Unchained, © 2015, Paizo Inc.; 

Authors: Dennis Baker, Jesse Benner, Ross Beyers, Logan Bonner, Jason Bulmahn, Robert 

Emerson, Tim Hitchcock, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, 

Thomas M. Reid, Robert Schwalb, Mark Seifter, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Combat, © 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.

The Book of Experimental Might, © 2008, Monte J. Cook; All rights reserved.

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.

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.

Mite 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 Ian Livingstone and Mark Barnes.


