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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

Declaration 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 Pathfinder rolePlaying game requires 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 Pathfinder rolePlaying game 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 license.

everyman minis: Unchained ninja oPtions © 2018 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 out a full listing 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.  
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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 Feat
The following new feat is available to ninja, both the standard 
ninja and Everyman Gaming’s unchained ninja (see everyman 
Unchained: Unchained cUnning for this alternate class).

Without a Trace
You’re able to use your ninjitsu art to completely vanish from 
your opponent’s senses.

Prerequisites: No trace class feature.
Benefit: Whenever you are using Stealth to hide, creatures 

with blindsense, blindsight, or scent do not automatically 
detect you; they must succeed at a Perception check to locate 
and notice you. This also applies to abilities that function as 
blindsense or blindsight, such as tremorsense or lifesense. In 
addition, invisibility or concealment that you gain as a result 
of the effects of your ninja tricks (such as darkfall or vanishing 
step) is not irrelevant to creatures with blindsight, blindsense or 
scent, allowing you to use those effects to hide normally. Finally, 
whenever you encounter a creature with blindsight, blindsense, 
or scent, you gain a +2 circumstance bonus to Intimidate checks 
against them as a result of the nervousness they instinctively feel 
at being unable to detect you with such abilities. 
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New Ninja Tricks
The following ninja tricks are available to unchained ninjas 
who meet their prerequisites.

Conditioning (Ex)
A ninja who selects this ninja trick gains a +2 competence 
bonus to saving throws made against two of the following 
types of effects: arcane spells, curses, environmental effects 
and weather, diseases, poisons, or psychic spells. Once chosen, 
this cannot be changed.

This ninja trick can be learned multiple times. Each time, 
the ninja chooses a new type of effect.

darkfall (Sp)
A ninja who selects this ninja trick can cloak herself in shadow, 
even amidst the brightest light. As a standard action, the ninja 
can spend 1 ki point to shroud herself in magical darkness 
for a number of rounds equal to her Charisma modifier, 
functioning as if she had cast darkness as a spell-like ability 
and targeted herself. For the purpose of being dispelled and 
interacting with magical sources of light, the spell level of 
this darkness spell-like ability is equal to half your ninja level 
(maximum 9th level). If a daylight spell interacts with your 
darkness spell-like ability, the spell’s caster must attempt 
a caster level check against a DC equal to 11 + your ninja 
level. If the check succeeds, the daylight spell suppresses 
your darkness normally. If the check fails, the daylight spell 
immediately ends. This caster level check counts as a caster 
level check to overcome spell resistance for all purposes.

daShing BladE (Su)
Whenever a ninja who selects this ninja trick attempts an 
attack roll with a weapon she is proficient with, she can spend 
1 ki point in order to move 10 feet as part of her attack. This 
movement provokes attacks of opportunity as normal, and the 
ninja can move both before and after the attack. For example, 
she can move 10 feet then attack; move 5 feet, attack, then 
move 5 more feet; or attack then move 10 feet. Using this 
ability is a free action.

ExtraSEnSory BloCk (Su)
A ninja who selects this ninja trick can strike at her opponent’s 
pressure points, disabling many of its special senses. Whenever 
the ninja deals sneak attack damage to an opponent, she can 
reduce the total number of sneak attack damage dice she rolls 
to cause her opponent to lose one or more senses until the 
start of her next turn. A successful Fortitude save (DC 10 + 
1/2 the ninja’s level + the ninja’s Charisma modifier) negates 
this effect. The senses that the ninja negates are determined by 
the number of sneak attack dice that she forgoes, as follows:
 » 1d6: darkvision, low-light vision, scent.
 » 2d6: blindsense (including all abilities that act as blindsense, 

such as lifesense or tremorsense).
 » 3d6: blindsight, greensight, mistsight

 » 4d6: see in darkness, thoughtsense
The ninja cannot forgo more sneak attack dice then she 

has, and when she forgos her sneak attack dice, she negates all 
senses associated with the number of dice she forgoes, plus all 
senses associated with a lower number of sneak attack dice.

ExtraSEnSory SupprESSion (Su)
Whenever a ninja who selects this ninja trick uses her 
extrasensory block ninja trick, she can spend points from her 
ki pool instead of forgoing sneak attack dice when determining 
the senses she negates. This ability doesn’t allow the ninja to 
effectively forgo more sneak attack dice then she has. For 
example, she cannot forgo 3d6 sneak attack dice and spend 1 
ki point to negate the see in darkness ability when she only has 
3d6 sneak attack damage dice to begin with.

Alternatively, the ninja can spend 1 ki point when her 
opponent fails their Fortitude save against her extrasensory block 
ninja trick to increase the duration of the trick to 1 minute. 

A ninja must be at least 6th level and have the extrasensory 
block ninja trick to learn this ninja trick.

improviSEd ninjitSu (Ex)
Whenever you attack an opponent with an improvised 
weapon, you gain the benefit of the dispatchment class 
feature against your opponent, even if they aren’t flat-footed 
or denied their Dexterity bonus to AC. If you have the Catch 
Off-Guard feat, you can spend 1 ki point as a swift action 
to choose one opponent that you hreaten and deny their 
Dexterity bonus to AC against your improvised weapon 
attacks until the start of your next turn.

inStant rEaCtionS (Ex)
A ninja with this ninja trick gains a +10 foot bonus to each of her 
movement speeds during the surprise round and the first round 
of a combat, as well as a +2 insight bonus to initiative checks.

QuiCk rEtriEval (Su)
A ninja with this ninja trick uses supernatural arts to quickly 
retrieve weapons she’s thrown. Whenever the ninja makes 
an attack with a thrown weapon while she has at least 1 ki 
point, the weapon automatically returns to her hand after the 
attack has resolved. This allows the ninja to full attack with 
any thrown weapon as if she were attacking with a bow.  The 
ninja must have the Quick Draw feat to learn this ninja trick.

New Master Tricks
The following master tricks are available to unchained ninjas 
who meet their prerequisites.

daShing finiSh (Ex)
Whenever a ninja with this master trick reduces an opponent 
to 0 hit points or fewer with a melee attack, she can 
immediately move 10 feet. This movement provokes attacks of 
opportunity unless the ninja spends 1 point from her ki pool.
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inCrEdiBlE lEapEr (Su)
You’re able to leap incredible distances. You gain a fly speed 
with average maneuverability equal to your base speed 
whenever you have at least 1 point in your ki pool. You must 
end your movement on the ground at the end of each turn or 
fall, and any bonuses that apply to your base speed also apply 
to your fly speed, including the bonus for spending points 
from your ki pool.

You must have the acrobatic master ninja trick to learn this 
master trick.

ki dEtECtion (Su)
A ninja who selects this master trick can focus her ki to sense 
nearby living creatures by spending 1 ki point as a move action. 
When doing so, the ninja notices and detects living creatures 
within 30 feet, just as if she possessed the blindsight ability.

rangEd manEuvErS (Su)
A ninja with this master trick can channel the supernatural 
force of her ki into powerful ranged attacks that leave your 
opponents dazzled. Whenever the ninja has at least 1 point in 
her ki pool, she can use any ranged weapon she is proficient 
with to attempt all combat maneuvers at a range of 30 feet 
or her weapon’s first range increment, whichever is less. 
When doing so, she adds her Dexterity bonus to her combat 
maneuver bonus instead of her Strength, and on a successful 
combat maneuver check her opponent takes damage equal to 
her weapon’s damage dice + its enhancement bonus, if any. 

Ninjitsu Arts
The following ninjitsu arts are available to unchained ninjas 
who meet their prerequisites.

advanCing aSSault (Ex)
The ninja pushes her target back with a sudden advance. If the 
attack hits, the ninja can make a free bull rush attempt against 
the target of this ninjitsu art (using the base attack bonus of 
the attack used to hit the foe). This bull rush attempt does not 
provoke attacks of opportunity.

BattEring knoCkout (Ex)
The ninja aims her strike for her opponent’s weapons, 
attempting to disarm her opponent as she delivers a lethal 
strike. If the attack hits, the ninja can make a free disarm or 
steal attempt against the target of this ninjitsu art (using the 
base attack bonus of the attack used to hit the foe). This disarm 
or steal attempt does not provoke attacks of opportunity.

CaSCading rivEr plungE (Su)
The ninja leaps up into the air and dive down upon her 
opponent with a powerful impaling motion. As part of this 
ninjitsu art, the ninja attempts an Acrobatics check against her 
opponent’s CMD. If her check succeeds, she deals her sneak 
attack damage to the opponent as if they were flat-footed. 

If her attack would normally deal sneak attack damage, she 
deals 1 additional point of damage for each sneak attack die 
she rolled, to a maximum of +10 at 19th level.  

danCing lEaf twirl (Ex)
The ninja slips around physical barriers and impediments 
on her path to her enemy. As part of this ninjitsu art, the 
ninja attempts an Escape Artist check against her opponent’s 
CMD. If her check succeeds, her movement does not provoke 
attacks of opportunity from that opponent and she ignores any 
difficult terrain in each square that the opponent threatens or 
is in their space.

fadE from plain Sight (Su)
After finishing her attacks, the ninja disappears from sight. 
After attempting her final attack during the full attack, the 
ninja attempts a Stealth check against a DC equal to 10 + the 
total Perception skill bonus of the opponent with the highest 
total Perception bonus or the CMD of the opponent with the 
highest CMD, whichever is higher. If she succeeds, the ninja 
disappears, teleporting to the nearest location within 100 feet 
where she has cover from all opponents who are observing her 
and immediately hides using her Stealth check result. If she 
fails, the ninja doesn’t move and can’t use her Stealth check 
result to hide unless she has the hide in plain sight ability and 
her current location is an acceptable place to use that ability. 

gEntlE jaB (Ex)
The ninja rapidly assaults her foe with many weaker attacks. 
She makes three additional attacks instead of one (all at the 
same base attack bonus), but they must all target the same 
creature and each attack that hits deals minimum damage (as 
if each damage die had a result of a 1).

manEuvEring StrikE (Ex)
The ninja tries to maneuver her foe into a more advantageous 
position. If the attack hits, the ninja can make a free reposition 
attempt against the target of this ninjitsu art (using the base 
attack bonus of the attack used to hit the foe). This reposition 
attempt does not provoke attacks of opportunity.

galEforCE StrikE (Ex)
The ninja unleashes a powerful flurry of attacks, striking 
nearby creatures with the fury of a tsunami. If the attack hits, 
all subsequent attacks that the ninja attempts during the full 
attack are at her full base attack bonus, but she cannot attack 
the same creature more than once during the action. If the 
ninja was flanking her initial target, she counts as flanking 
all targets. If the initial target was flat-footed or denied 
its Dexterity bonus against the ninja’s attack, all targets 
are considered flat-footed or are denied their Dexterity 
bonus to AC (this doesn’t circumvent abilities that protect 
creatures from being flat-footed or denied their Dexterity 
bonus, such as uncanny dodge).



06

oPen game license version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wiz-

ards 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 in-

cluding derivative works and translations (including into other computer languages), potation, 

modification, correction, addition, extension, upgrade, improvement, compilation, abridg-

ment 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 ex-

cludes 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 au-

dio 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 Contribu-

tor 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 ac-

ceptance 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 por-

tion 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 origi-

nal 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 Agree-

ment 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 conjunc-

tion with a work containing Open Game Content except as expressly licensed in another, 

independant 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 ver-

sions 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 or-

der, 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, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

Everyman Unchained: Unchained Cunning © 2015, Everyman Gaming LLC; Au-

thors: Alexander Augunas

Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing, LLC; Au-

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

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 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 Combat. © 2011, Paizo Publishing, LLC; 

Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, Brian J. Cortijo, 

Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, Tom Phillips, 

Patrick Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Intrigue © 2016, Paizo Inc.; Authors: Jesse 

Benner, John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Robert 

N. Emerson, Amanda Hamon Kunz, Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko 

Kallio, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. 

Reid, Alexander Riggs, David N. Ross, David Schwartz, Mark Seifter, Linda Zayas-Palmer.

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.

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.
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Marid from the Tome of Horrors III. © 2005, Necromancer Games, Inc.; Author: Scott Greene.

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.

Brownie 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, Necro-

mancer 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; Author: Scott Greene, based on 

original material by Ian McDowall.

Daemon, Hydrodaemon from the Tome of Horrors Complete © 2011, Necro-

mancer 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, Necroman-

cer 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.

Dragon Horse 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. 

Flumph 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 McDowell and Douglas Naismith. 

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.

Giant, Wood from the Tome of Horrors Complete © 2011, Necromancer Games, Inc., 

published and distributed by Frog God Games; Authors: Scott Greene, based on original 

material by Wizards of the Coast. 

Hippocampus from the Tome of Horrors Complete © 2011, Necromancer Games, 

Inc., published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, 

based on original material by Gary Gygax. 

Huecuva 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 Underworld Oracle. 

Kech from the Tome of Horrors Complete © 2011, Necromancer Games, Inc., pub-

lished and distributed by Frog God Games; Author: Scott Greene, based on original material 

by Gary Gygax. 

Mite from the Tome of Horrors Complete © 2011, Necromancer Games, Inc., pub-

lished and distributed by Frog God Games; Author: Scott Greene, based on original material 
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by Ian Livingstone and Mark Barnes.

Muckdweller from the Tome of Horrors Complete © 2011, Necromancer Games, 

Inc., published and distributed by Frog God Games; Author: Scott Greene, based on origi-

nal material by Gary Gygax.

Poltergeist from the Tome of Horrors Complete © 2011, Necromancer Games, 

Inc., published and distributed by Frog God Games; Author: Scott Greene, based on origi-

nal material by Lewis Pulsipher.

Quickling 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. 

Skulk 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 Simon Muth. 

Spriggan from the Tome of Horrors Complete © 2011, Necromancer Games, Inc., 

published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, 

based on original material by Roger Moore and Gary Gygax. 

Everyman Minis: Unchained Ninja Options © 2015, Everyman Gaming LLC; Au-

thors: Alexander Augunas


