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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

Patriotic Character Traits
The following character traits are region traits that follow 
the rules outlined for basic character traits in Chapter 1 of 
Pathfinder rolePlaying game: Ultimate CamPaign.

Backbone of the Rebellion: Your land has been torn 
apart by conflict against an invading power, a tyrant, or a 
similar threat to your country and its way of life. Whether 
by fate or necessity, you took up arms against your country’s 
enemy and have fought bitterly as a member of the rebellion. 
Choose one saving throw. You gain a +1 trait bonus on saves 
made with that saving throw.

King’s Favorite: Through deeds or mere chance, you have 
curtailed the favor of a powerful member of high society, and this 
individual continues to do you small favors from time to time. 
Choose one NPC that holds a government or military position 
within a nation or region that you have lived in for at least 5 
years and have a Fame of 0 or better in. Once per week, you can 
make a request of this individual as if using the Diplomacy skill. 
The request cannot have a Diplomacy DC higher than 0 (treat 
this individual as if they had an attitude of helpful, meaning you 
can request simple aid or detailed advice, but little else). If your 
actions would cause this individual’s attitude to worsen below 
helpful, you cannot use this trait again until you make amends.

Outstanding Citizen: You were raised to be an 
outstanding member of your society; you know all of the 
proper rituals and respects, and are (or were) a model citizen. 
Choose one nation or region for which you are an outstanding 
citizen. You gain a +2 trait bonus on Knowledge (local) and 
Knowledge (nobility) checks relating to your chosen nation or 
region, and one of those skills is a class skill for you.

Shield of the People: You served your nation during 
a time of military strife, going to war to protect king and 
country. Whether the war ended or you were discharged, a 
soldier’s resolve still stirs within your spirit. You gain a +1 trait 
bonus on Profession (soldier) checks. In addition, whenever 
you gain a level, you gain 1 additional skill rank that must be 
invested in Profession (soldier).

Symbol of the Nation: You bravely fight the enemies of 
your nation, be they literal or ideological, and for that you 
have gained a level of fame among the populace. Choose one 
nation or region. Each week, you can request up to 1 gp per 
character level you possess in mundane goods and services 
from any one settlement within your chosen nation or region, 
provided the people of that settlement have a general attitude 
of indifferent or better towards you. You do not receive the 
benefit of this trait whenever you are actively concealing your 
identity to the populace at large, and revealing yourself in 
order to gain this benefit reveals your presence to everyone 
within the current settlement, which foils any attempt to 
conceal your presence within that settlement. This doesn’t 
prevent you from covertly receiving assistance from those 
who would offer such assistance without the use of this trait.

Everyman Minis
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Story Feats 
The following story feats are well-suited to characters whose 
destinies are tied to a specific nation or region. For more 
information regarding story feats, see the story feats section 
in Chapter 1 of Pathfinder rolePlaying game: Ultimate CamPaign.

Ambassador (Story)
You serve in some capacity as a representative to a nation.

Prerequisites: Must serve as an official diplomat for a nation.
Benefit: You gain a +2 bonus on Knowledge (local) and 

Knowledge (nobility) checks made regarding both your home 
region or nation and the region or nation to which you are an 
ambassador, and both skills are class skills for you. If you have 
levels in a class that grant you either skill as a class skill, the 
bonus provided by this feat in that individual skill increases to 
+3. In addition, once per day you can roll twice on a Diplomacy 
check and use the higher result.

Goal: Broker a major treaty or accord between your home 
region or nation and the region or nation to which you are an 
ambassador. Alternatively, politically outmaneuver or secure 
a political advantage against an appropriate number of rival 
diplomats using a combination of verbal duels and influence 
skill challenges (see skill Challenge handbook).

Completion Benefit: Your bonus on Knowledge (local) 
and Knowledge (nobility) checks applies on all such checks that 
you make. For Knowledge (local) and Knowledge (nobility) 
checks regarding your home region or nation and the region 
nation to which you are an ambassador, these bonuses double 
(+4, or +6 if either skill is already a class skill for you). 
Additionally, governmental and royal members of these regions 
or nations have a starting attitude of friendly towards you unless 
they have a reason to dislike or distrust you.

Patriot (Story)
You have a passionate love for your homeland.

Prerequisites: Must have lived in your designated region 
or nation for at least 5 years.

Benefit: Choose a region or nation. Three times per day, 
you can grant yourself a +2 morale bonus on any one ability 
check, attack roll, initiative check, saving throw, skill check, 
or weapon damage roll. You can only use this ability while you 
are within your designated region or nation, or while you are 
acting on direct military or political behalf of your designated 
region or nation.

Goal: Serve your region or nation by either decisively 
defeating a number of appropriate foes or a foreign challenging 
foe of a foreign region or nation that seek to defame or harm 
your homeland. Alternatively, support your nation by donating 
at least 5,000 gp directly to your nation and volunteering your 
services to their army or leadership roles for at least 1 year.

Completion Benefit: You can use the benefit of this feat 
a total of six times per day, and the morale bonus you gain 
for doing so increases to +3. Against overt enemies of your 
region or nation, the bonus further improves to +4.

Vigilante Social Talents
The following social vigilante talents are available to vigilantes 
wishing to promote their loyalty to a particular nation.

Improved Patriotism (Ex): The vigilante is well-
known in his chosen nation, both in his social identity and 
his vigilante identity. In both identities, the vigilante gains a 
+2 bonus on Knowledge (local) and Knowledge (nobility) 
checks pertaining to his chosen nation, and can make checks 
with both skills untrained. In his social identity, the vigilante 
also gains a +2 bonus on Diplomacy checks made to change 
the attitude of government or military officials, or to make 
requests of such individuals. 

If the vigilante’s vigilante identity is loyal to his chosen 
nation, he gains diplomatic immunity from his chosen nation 
against minor criminal offenses, provided his offenses were 
clearly in pursuit of the greater good. For instance, if the 
vigilante steals a horse in order to pursue a terrorist and then 
engages that terrorist in combat amidst a crowd of innocents, 
he would not face any repercussions for his theft or criminal 
endangerment (though this doesn’t prevent individuals from 
being outraged by his actions, which may still have normal 
repercussions for the vigilante). Major criminal offenses, such 
as manslaughter, still apply normally to the vigilante.

If the vigilante’s vigilante identity is opposed to his chosen 
nation, his bonus on opposed skill checks increases to +4, 
and he also receives this benefit on Intimidate checks made 
to demoralize government and military officials of his 
chosen nation.

Patriotism (Ex): The vigilante is an outstanding member 
of polite society in his social identity, renown for his 
patriotism. Upon selecting this talent, the vigilante chooses 
one nation that he has lived in for at least 5 years. While in his 
social identity, all NPCs that serve as government or military 
officials in the vigilante’s chosen nation have a starting attitude 
of friendly towards him, as long as those officials’ attitude 
towards the vigilante would have been at least indifferent.

In addition, the vigilante chooses whether his vigilante 
identity is loyal to or opposes his chosen nation. If his vigilante 
identity is loyal to his chosen nation, the vigilante also receives 
the benefit of this talent while in his vigilante identity, and 
he gains a +4 bonus on Diplomacy checks to make requests 
of NPCs that serve as government or military officials in his 
chosen nation who are friendly or helpful towards him. If the 
vigilante opposes his chosen nation, he gains a +2 bonus on all 
skill checks that are opposed by members of his chosen nation.

The vigilante retains this benefit as long as he spends at least 1 
week each month living in his chosen nation. To gain this bonus, 
government and military officials must see and interact with the 
vigilante while he in his social identity in a noncombat situation. 
The vigilante can change his chosen nation by spending 2 
months living and making connections in a new nation.

Vigilante Archetype
The following archetype is available to vigilante characters.
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Turncoat (Vigilante Archetype)
A turncoat is able to move between nations, gaining their trust 
in an instant. He uses this trust to his advantage.

Loyalist (Ex): A turncoat must take the loyalist social 
talent as his first social talent. When he does so, he chooses 
two nations with his talent instead of one: his homeland and his 
feigned country. When choosing his homeland, the turncoat’s 
must choose a nation that he has lived in for at least 5 years. 
His feigned country can be any nation, even one he has never 
lived in. The turncoat’s vigilante identity must be loyal to his 
homeland and opposed to his feigned country.

Whenever the turncoat would gain a new social talent, he 
may instead choose to gain an additional homeland or feigned 
country for his loyalist vigilante talent, as described above.

This ability alters the social talent gained at 1st level.
Feigned Loyalty (Ex): At 3rd level, a turncoat can change his 

feigned country once per month by spending 8 hours researching 
a new nation to learn its ways. This research can be spent in an 
appropriate repository of up-to-date knowledge (such as a library) 
or by walking the streets of a large town or larger in the prospective 
nation. This choice cannot be changed except by researching a new 
nation (including a previously chosen nation) again.

This ability replaces unshakable.
Startling Betrayal (Ex): At 5th level, a turncoat can 

betray an opponent’s trust in him to incredible advantage. 
Whenever a turncoat with his ability attempts an attack 
against a foe that has an attitude of indifferent or better that 
is unaware of the turncoat’s hostilities, that opponent can 
attempt a Sense Motive check (DC 10 + the turncoat’s level + 
the turncoat’s Charisma modifier). The DC increases by +5 if 
the opponent’s attitude towards the turncoat was friendly, or 
+10 if their attitude was helpful. If the NPC fails their Sense 
Motive check, the turncoat treats the foe as being flat-footed 
against his attacks for 1 minute (uncanny dodge or a similar 
ability prevents this effect unless the turncoat is at least 4 levels 
higher than the foe with uncanny dodge). The foe also takes 
a –4 penalty on all attacks made against the turncoat and is 
treated as being unaware of the turncoat for the purpose of the 
hidden strike ability until the start of the turncoat’s next turn.

Starting at 11th level, helpful NPCs automatically fail 
their Sense Motive check against a turncoat using this ability, 
and when the turncoat attacks a creature with an attitude 
of indifferent or better, all creatures within 30 feet of the 
turncoat with an attitude of indifferent or better must attempt 
a Sense Motive check against this ability or become flat-footed 
for 1 minute, as described above. 

At 17th level, the turncoat can affect creatures with 
an attitude of unfriendly or better, and the Sense Motive 
DC increases by +5 if the opponent’s attitude towards the 
turncoat is indifferent, or +10 if their attitude is friendly. 
Opponents with an attitude of helpful automatically fail their 
Sense Motive checks against this ability.

This ability replaces frightening appearance, startling 
appearance, and stunning appearance.

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 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 
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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, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
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Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Inc.; Author: 
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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.
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