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ABOUT EVERYBODY GAMING
Everybody Games began as the blog of Alexander

Augunas in January 2014 under the name Everyman
Gaming, 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. In 2019, the company’s
name changed to Everybody Games in order to reflect
our mission to get everyone gaming.

Want to check out a full listing of Everybody Games’
products and stay up-to-date with Everybody Games’
announcements? Visit http://www.everybodygames.

net!

You can also follow Everybody Games on Facebook at
https://www.facebook.com/ttrpgeverybodygames
or on Twitter using our handle, @EBGamesLLC.
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GET EVERYONE GAMING!

Look, we get it. Getting your closest friends and family together for a Tabletop RPG
session is tough. Not only do you need to pick a system that everyone wants to play,
but everybody needs to build characters that work well together, the GM needs to
choose or create a perfect campaign pitch, and to top it all off you gotta find time
where everyone can get together and game. It's not easy! Which is why you need a
publisher who knows how difficult it is to get everybody together and on the same
page. That's why you need Everybody Games.

Welcome to Files for Everybody, a Third-Party Pathfinder Second Edition product
series brought to you by Everybody Games. We know how tough it is to get
everybody together around the table, so we try to provide you exactly the content
you need to keep everybody excited and invested in your Pathfinder Second
Edition campaign. From new classes to class feats, archetypes to skill feats, spells
to rituals, ancestries and monsters, and much more, Everybody Games has what
you need to get everyone gaming!

~ Alexander Augunas

SCOUNDRELS!

The options found
within this Files for
Everybody product are
designed to support
several archetypes from
Pathfinder Advanced
Player’s Guide: the
assassin, the loremaster,
the poisoner, and the
scout. These archetypes
are designed to allow
characters to perform
skillFul stunts in a variety
of niche fields, making
them a quality sampling
of scoundrel-type

Publisher & Crunchmaster of Everybody Games characters!

IWERE MAKING £ 1

A NEW TABLETOP RPG GAME

PLAY

Set in a world suddenly thrust into the digital age
following a dimension-rending calamity, Eversaga is a
modern fantasy roleplaying game, where cars
navigate winding roads while dragons soar overhead.
Factories powered by arcane lightning mass produce
every commodity and buildings of impossible size
stretch high into the sky while reaching deep into
other planes of existence. Grab your sword and
ready your favorite spells as your character attempts
to navigate a world of endless innovation and
wonder, the world of the Eversaga Roleplaying Game!
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SCOUNDREL OPTIONS

The Pathfinder Advanced Players Guide introduced a plethora of new archetypes for

characters to take as a means of enhancing their connection with a specific theme. Some

archetypes provide characters with martial prowess, others with magical mastery, and

still others with even stranger powers. The following feats detailed within this section all

require one of the archetype dedication fFeats from a specific archetype in the Advanced

Player’s Guide. These options are intended to strengthen the themes of these archetypes
or provide new and exciting ways for characters to interact with their core theme.

ASSASSIN FEATS

The following feats are available to characters with the
Assassin Dedication archetype feat.

BuLLYING MARK Fear 4

ARCHETYPE

Prerequisites Assassin Dedication

EFFICIENT DiSPATCH ”’ Feat 10

| ArcheType | STance

Prerequisites Assassin Dedication; Requirements
You must be wielding a deadly melee weapon, and
a creature that you've Marked for Death must be
within reach or within the deadly weapon’s first
range increment, if has the thrown trait.

Your study has given you the skills needed to frustrate
and antagonize your targets such that you can take
them down more easily. Choose one of the following
edges. You gain the benefits from your chosen edge
against creatures you have Marked for Death. A
creature that has been Marked for Death can attempt
a Will saving throw against your class DC to negate this
effect. If a creature’s saving throw is a critical success,
they become immune to your Bullying Mark for 1 round.
@ Agonizing: When you deal poison damage to a foe
that you have Marked for Death, they are sickened 1,
or sickened 2 if your result is a critical success.

© Distracting: When you Feint a creature that you
have Marked for Death and your result is a success,
that creature is also stupefied 1 until the end of
your next turn, or stupefied 2 if your result is a
critical success.

@ Imposing: When you Strike a flat-footed creature
that you have Marked for Death using an unarmed
strike or a weapon with the backstabber or deadly
trait, they are frightened 1 until the end of your next
turn, or frightened 2 if your result is a critical success.

COORDINATED BEATDOWN 2 Feat 10

You assail your mark with calculated relentlessness,
using observations of their behavior and movements
to quickly dispatch them. Strike a creature that you've
Marked for Death using a deadly melee weapon. On
a success, the creature is also stunned 1. On a critical
success, they are stunned 2.

GRAVESTONE STANCE ” FeaT 4

ARCHETYPE m

Prerequisites Assassin Dedication

You've trained to harden your body against the tools
and regents of your fellow assassins. When in this
stance, you gain resistance to poison damage and to
precision damage equal to half your level. You also
gain a +1 status bonus to Fortitude against creatures
you have Marked for Death.

LOREMASTER FEATS

Prerequisites Assassin Dedication, Bullying Mark
Trigger A creature that you have Marked for Death
fails its Will saving throw against your Bullying Mark.

You expose your mark’s weaknesses for all to see,
allowing your allies to take advantage of their
distraction to press their attacks. Each ally within 30
feet of the triggering creature gainsa+1 circumstance
bonus to attack rolls against the triggering creature
until the start of your next turn.

The following feats are available to characters with the
Loremaster Dedication archetype feat.

Additional Feats: 4th Flexible Studies (investigator,
Pathfinder Advanced Player’s Guide); 8th Thorough
Research (investigator, Pathfinder Advanced Player’s
Guide); 14th Reason Rapidly (investigator, Pathfinder
Advanced Player’s Guide).

BACKSTREETS BRAINIAC FeaT 4

ARCHETYPE

Prerequisites Loremaster Dedication

You've learned plenty of tricks to gather information
from the hustle and bustle of big cities. You gain
Streetwise as a bonus skill feat, and you can use
Loremaster Lore in place of Society for that feat and
any feats that list it as a prerequisite.




LOREMASTER'S ASSESSMENT Fear 4

ARCHETYPE

Prerequisites Loremaster Dedication

You test your enemies’ defenses to discover them. Make
a Strike with any weapon that you're trained in or better.
On a hit, you can immediately attempt a check to Recall
Knowledge about the target using Loremaster Lore. On
a critical hit, you gain a +2 circumstance bonus to the
check to Recall Knowledge. The target is temporarily
immune to Loremaster’s Assessment for 1 day.

TecHNIcAL Know-How FeaT 6

damage from the blight bomb is also affected by the
poison you applied.

SCOUT FEATS

The following feats are available to characters with the
Scout Dedication archetype feat.

GRIMY FAKE-OuT Q FeaT 12

ARCHETYPE

Prerequisites Scout Dedication, Terrain Fake-Out

ARCHETYPE

Prerequisites Loremaster Dedication

You recognize the bits and pieces of dangerous and
dubious technology with exceptional skill. You gain a
+1 circumstance bonus to any Loremaster Lore check
regarding a topic that would be covered by Engineering
Lore or Underworld Lore. If you have a +1 circumstance
bonus to Loremaster Lore checks as a result of having
the Bardic Lore class feat, you instead increase that
circumstance bonus by 1 when the topic would be
covered by Engineering Lore or Underworld Lore.

POISONER FEATS

You're willing to get down and dirty in order to seize an
advantage over your enemies. If your next action is to
use Scout’s Charge or to use Terrain Fake-Out as a simple
action, replace the usual degrees of success for the Feint
subordinate action that you attempt as part of either
action with the following effects. Other abilities that
adjust the success effects of the Feint action do not apply.
@ Critical Success The target is sickened 2.

@ Success The target is sickened 1.

SURPRISING CHARGE Q Feat 10

Prerequisites Scout Dedication, Scout’s Charge
Frequency once per round

The following feats are available to characters with the
Poisoner Dedication archetype feat.

BLIGHT BOMBER Fear 4

ARCHETYPE

Prerequisites Poisoner Dedication

You're a master at spreading poison using an
explosive arsenal. You can use the basic alchemy
benefits you gained from your Poisoner Dedication
to create blight bombs as though they were a kind of
alchemical poison.

BLIGHT SHoOT "’ FeaT 4

ARCHETYPE

Prerequisites Poisoner Dedication, Poison Weapon

You rush in and catch your enemies off-guard. If your

next action is to use Scout’s Charge, replace the usual

degrees of success for the Feint subordinate action

that you attempt as part of your Scout’s Charge with

the following effects. Other abilities that adjust the

success effects of the Feint action do not apply.

@ Critical Success The target can’t use reactions until
the end of your next turn.

@ Success Until the start of your next turn, anytime
the target uses a reaction they must succeed ata DC
6 flat check or the action is disrupted.

TeRRAIN FAKE-OuT Q OR " Fear 8

ARCHETYPE

Prerequisites Scout Dedication

You efficiently cull your enemies with poison from
afar. You use Poison Weapon to poison a piece of
ammunition, Loaditintoaranged weaponwith areload
of one action or less, and Strike with that weapon.

PoISONER’S PETARD Feat 10

Prerequisites Poisoner Dedication, Blight Bomber,
Poison Weapon

You can combine poisons together, creating vicious
masterpiece of death and misery. When you Poison
a Weapon, you can apply it to a blight bomb you are
holding instead of a piercing or slashing weapon. If
you do so, any creature that takes persistent poison

You use your surroundings to get the leg up on your
foes. If you use this feat as an action, choose a creature
within 30 feet of you and Feint them, ignoring the normal
requirement that they are adjacent to you. For your Feint,
you can attempt a Nature or a Survival check instead of
the Deception check that's usually required, because you
use the terrain around you to catch your foe off-guard.

If you also have the Scout’s Charge feat, you can use
this feat as a free action. If you do and your next action
is to make a Scout’s Charge, you can Feint any creature
that was within 30 feet of you at any point during your
Stride, ignoring the normal requirement that they are
adjacent to you, and you can attempt a Nature, Stealth,
or Survival check for this Feint instead of the Deception
check that's usually required.




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 heros; 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 heros, spells, enchantments, personalities, teams, personas, likenesses and
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Custom-tailor your perfect Pathfinder Second
Edition experience with Files for Everybody, a 2E

compatible product line for Pathfinder by
Everybody Games. Whether you're looking for
evocative ancestries, brand-new classes, unique
skill feats, inspired spells, or innovative new rules
systems, Files For Everybody promises to have
something for everybody!
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http://www.everybodygames.net/files-for-everybody

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, independent
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 of 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.

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 Core Rulebook (Second Edition) © 2019, Paizo Inc.; Designers: Logan
Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Pathfinder Advanced Player’s Guide © 2020, Paizo Inc.; Authors: Amirali Attar
Olyaee, Alexander Augunas, Kate Baker, Brian Bauman, Logan Bonner, Carlos Cabrera,
James Case, Jessica Catalan, John Compton, Paris Crenshaw, Jesse Decker, Fabby Garza
Marroquin, Steven Hammond, Sasha Laranoa Harving, Joan Hong, Nicolas Hornyak,
Vanessa Hoskins, James Jacobs, Erik Keith, Lyz Liddell, Luis Loza, Ron Lundeen, Patchen
Mortimer, Dennis Muldoon, Stephen Radney-MacFarland, Jessica Redekop, Mikhail
Rekun, Alex Riggs, David N. Ross, Michael Sayre, Mark Seifter, Kendra Leigh Speedling,

Jason Tondro, Clark Valentine, and Andrew White.

NEXT TIME!

In Issue 23 of Everybody Games's Files for Everybody,
Improved Familiars! Veteran author Joshua Hennington
introduces an assortment of all-new improved familiar
options, from aeons to fey, psychopomps to pipe
foxes and everything in between! Find your perfect
companion with Files for Everybody: Improved
Familiars!

GET EVERYBODY GAMING WITH
EVERYBODY GAMES!

YDSHUA HENNINGTON
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