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about everyman gaming, llc
Everyman Gaming began as the blog of Alexander Augunas in January 2014, where 
he wrote about Pathfinder Roleplaying Game tips, tricks, and techniques for both 
players and GMs. In May of 2014, Alex began talks with the Know Direction Network 
about bringing his blog to their site under the name Guidance. At the same time, Alex 
transformed Everyman Gaming into the company it is today so he could begin self-
publishing his works. In 2016, he teamed up with Rogue Genius Games to release 
Ultimate Occult and has remained with them since.

Want to check 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
Characters who invest in the new instinct rage powers found 
on the following page can make good use of these feats.

PerFected instinct
You have honed one particular instinct to be extremely potent.

Prerequisite: At least one instinct rage power.
Benefit: Choose one instinct rage power you possess. 

Whenever you activate the chosen rage power, you count as 
having spend 1 round of rage beyond the number of rounds 
you actually spent, up to the maximum number of rounds that 
you can spend, if any. For instance, if you spend 5 rounds of 
rage using your instinct rage power, this feat allows you to 
count as having spent 6 rounds, provided you would normally 
be able to spend 6 rounds of rage on the rage power.

Special: You can gain this feat multiple times. Each time 
you take the feat, it applies to a different instinct power.

Waking instinct
You can consciously channel your instincts.

Prerequisite: At least one instinct rage power.
Benefit: Choose one instinct rage power you possess. You 

can use the chosen instinct rage both when you’re raging and 
when you’re not raging.

Special: You can gain this feat multiple times. Each time 
you take the feat, it applies to a different instinct power.

Normal: You can only use instinct rage powers when 
you’re not raging.
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rage oPtions
Any character capable of choosing rage powers can choose the 
following rage powers, provided they meet their prerequisites. 
Instinct rage powers represent a subconscious connection to 
the barbarian’s psyche, and manifest in near supernatural 
ways. They take the form of exceptional reactions or extreme 
feats of physical prowess, but unlike standard rage powers, a 
barbarian can only gain an instinct rage power’s benefit when 
she is not raging. Using a instinct rage power costs a number 
of rounds of rage (or bloodrage or raging song, as appropriate) 
based as determined by the rage power. If an instinct power 
requires a saving throw, the save DC is equal to 10 + 1/2 the 
barbarian’s level + the barbarian’s Constitution modifier.

Bout oF BloWs (ex)
The barbarian attacks with exceptional speed. Whenever she 
makes a full attack, she can spend 6 rounds of rage in order to 
make an additional attack, as if she were under the effect of a 
haste spell. At the end of her turn, a barbarian that used this 
rage power takes a –4 penalty on attack rolls until the start of 
her next turn. This is an instinct rage power. 

A barbarian must be at least 10th level before selecting this 
instinct power.

draW Ferocity (su)
The barbarian can tap into a foe’s ferocity, forcing them to fly into 
a rage. Whenever the barbarian hits an opponent with a melee or 
thrown weapon attack, she can spend 1 round of rage as a swift 
action. If she succeeds, the target must succeed on a Will save or 
fly into a rage, as the spell, for a number of rounds equal to the 
barbarian’s level. If the target has the bloodrage, rage, or raging 
song class feature, the rage functions as the target’s class feature 
instead of the rage spell, granting them all of the usual benefits of 
their rage (such as rage powers or bloodline powers). This counts 
against the opponent’s normal number of rounds of bloodrage, 
rage, or raging song, and the opponent continues to rage using its 
class feature even if it has no rounds of bloodrage, rage, or raging 
song remaining. Regardless of whether the target rages using the 
spell or a class feature, they are fatigued for 1 minute after the 
effect ends.  While raging from this ability, the target must attack 
the barbarian in kind during their next turn using their most 
lethal means available. This is an instinct rage power.

A barbarian must be at least 6th level before taking this 
instinct power.

draW Frenzy (su)
The barbarian calls upon a foe’s most fundamental instincts, 
forcing them into a frenzy. If the barbarian hits a creature affected 
by rage, bloodrage, raging song, or similar abilities, he can spend 
1 round of rage to cause his target to become confused for 1 
round for each round of rage spent in this way. A successful Will 
save negates this effect. This is an instinct rage power.

A barbarian must have the draw ferocity instinct power and 
be at least 8th level before selecting this instinct power.

Frenzied BloWs (ex)
The barbarian draws upon their inner strength to deliver a 
mighty attack. Whenever the barbarian hits an opponent with 
a melee or thrown weapon attack, she can spend any number 
of rounds of rage up to half her barbarian level. For each 
round of rage spent in this manner, she adds +1 to the damage 
dealt by her attack. This is an instinct rage power.

A barbarian must be at least 6th level before selecting this 
instinct power.

innate sPeed (ex)
The barbarian taps into their body’s reserve to move with 
great speed. Whenever the barbarian uses a move action to 
move, she can spend a number of rounds of rage up to her 
Constitution modifier. For each round of rage spent, the 
barbarian adds 5 feet to the speed bonus she gains from her 
fast movement class feature. This is an instinct rage power.

A barbarian must have the fast movement class feature 
before selecting this instinct power.

instinctual save (ex)
Choose Fortitude saves or Reflex saves. The barbarian uses her 
fiery rage to avoid attacks that harm her body. Whenever she 
fails a saving throw of the chosen type, the barbarian can spend 
a number of rounds of rage up to half her barbarian level as 
an immediate action to reroll her saving throw with a bonus 
equal to the number of rounds of rage spent (minimum 1). 
This is an instinct rage power.

A barbarian can select this rage power twice. The second 
time she does so, it applies to both Fortitude and Reflex saves.

reactive deFense (ex)
The barbarian can dodge blows with uncanny speed. As an 
immediate action when the barbarian is targeted by an attack, 
the barbarian can spend 4 rounds of rage to a gain a +1 dodge 
bonus to AC until the start of her next turn. This bonus 
increases by +1 for every 4 additional rounds of rage spent in 
this way. This is an instinct rage power.

reactive instincts (ex)
The barbarian leaps into combat with unparalleled speed. 
Whenever the barbarian makes an initiative check, she can 
spend a number of rounds of rage up to her barbarian level. 
For every 2 rounds of rage spent in this way, she gains a +1 
bonus to her initiative check. If a surprise round occurs and 
the barbarian is able to act, she can start her rage as part of her 
initiative check. This is an instinct rage power.

reactive rage (ex)
Your anger is spurred by small transactions. Whenever you are 
targeted by an attack or attempt a saving throw and you aren’t 
raging, you can spend 1 round of rage as a free action, even if it isn’t 
your turn, to start raging. You can’t use this ability if you have fewer 
than 2 rounds of rage remaining. This is an instinct rage power.
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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.

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.
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System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan 
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