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Comi)at‘r'lnhty Wlth the Pathfinder Roleplaying Game-requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo. com/pathflnderRPG for more
|nf0rmat|orron the Pathfinder Roleplaying Game. Paizo Publishing, LLC dogs not guarantee compatlbllrty, and does not endorse this product ; =

Pathﬁﬁder isa registered trademark of Paizo Publishing, LLC, and.the Pathfinder'RoIepIaying Game-and the Pathfinder Roleplaying Game Compatibility Logo are tra;derﬁarks &
of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo. com/pathflnderRPG/compatlblllty for more mformatlon

on the compatibility license.

Open Content: Subject to designation as Product Identity (see below), the only portion of this Legendary Games product designated as Open Game Content is the rdles content
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(creature stat blocks and names of skills, etc., taken from the Pathfinder Reference Document) as defined in the Open Game License version 1.0a Section 1(d). The front and back |

cover, back matter, introduction and Credits page, as well all other parts of this product including all text not specifically designated as Open Game Content is not Open Game
Contént. No portion of this work other than the material designated as Open Game Content may bereproduced in any form without written permission.

Reference in non-Open ‘Game Content (thus ndt covered by the Open Game License) in this work to content owned by others is not a challenge to their ownership-and is used
- under Fair Use.

OPEN GAME LICENSE Ver51on 1.0a. The followmg text'is the property of leards of the Coast Inc. and is Copyright 2000 leards of the Coast, In¢ (“Wizards”). All Rights

Reserved.

1. Definitions: (a) “Contributors” means the copyright and/
‘or trademark owners who have contributed Open Game Con-
tent; (b) “Derivative Material” means copyrighted material

’ including derivative works and translations (including into
/ other compuler languages), portatlon, modification, correc-

tion, additi de, impr ilation,

1 abndg)nent or other form in which an existing work may

be recast, transformed or adapted; (c) “Dlstnlvute" means to
_reproduce, license, rent, lease, sell, broad blicly di
transmit or otherwise distribute; (d) “Open Game Content"
means the.galne mechanic and includes the methods, proce-
dures; pmcesses 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

and/or You have sufficient t rights to g‘rant the rights conveyed
by this License.

6. Notice of License (Jopynght You must update the COPY-
RIGHT 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 ong‘mal Open Game ()ontent

- you Distribute.

7..Use of Product Identity: You agree not to Use any Product
Identity, mcludlng as an indication as to compatllnhty, except
as d in another, ind

with the owner of each element of tllat Pl'oducl Identlty You
agree not to indicate compatibility or co—adaptablhty with

Identity. () “Product Identity” means product and p

line names, logos and identifying marks including trade
dress; artifacts, creatures, characters, stones, storyllnes, plots,
thematic el dial ge, artwork,
symbols designs, deplchons, likenesses, forlnals, poses, con-
cepts, th and graph graphic and other visual or
audio, mpresentauons, names and descriptions of characters,
spells, ench lities, teams, personas, like-

- nesses and speclal alnlltles, places, locations, environments,

p 1 or supematural abilities or
effects, logos, ymbols, or g i and any other
tr k or regi t
uct identity by the owner of the Product Identity, and which

specifically excludes the Open Game C 5 (F) “Trad k”

k clearly identified as Prod- - -

any Trademark or Regi 1 Trademark in conjunction with
awork g Open Game C except as expressl

Ii d in another, mdependenl Agreement with the owner
of such Trad k or Reg; Trad k. The use of any

Product Identity in Open Game Content does not constitute

a challenge to the hip 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
publlsh updated versions of this License. You may use any

means the logos, names, marl(, 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, fornlat, modify, translate and otherwise

| ereate 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 ()ont'éht
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 miay be applied to any Open Game Content dxstnb—

uted-using this License.

3. Offer and Acceptance: By Using the Open Gamne Content You
indicate Your acceptance of the terms of this License.

4. Grantdndl‘ ideration:In ideration for agreeing

to use this License, the Contributors grant You a perpetual
worldwide, royalty-free, non-exclusive license with the exact .
termis of this License to Use, the Open Game Content.

5. R ion of Authority to C ik : If You are
contnbutlng original material as Open Game Content, You
represent that Your C ibutions are Your 1 creation

—-all of the Open Game C

of this License to copy, modify and distrib-
ute 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. i

" 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 permlssxon from the
Centributor to do so. -

12. Inability to Comply: If it is impossible for You to comply
withi any of the terms of this License with respect to some or
due to judicial order,

or governmental regulation then You may not Use any Open -

Game Material so affected.

13. Terminatjon: 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. Reformatlon If any provision of this License is held to be
ble, such p: shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

" Product Identity: The following items are hereby |dent|f|ed as Product Identity, as defined in the Open Game Llcense 1.0a, Section 1(e), and are not Open Content: Legendary
Games, the Legendary Games® Logo Ultimate Plug-Ins, Mytluc Monsters: Mounts, as well as all trademarks, registered trademarks, proper names (|nc|ud|ng the names of each
character, location, item or monster unique to this product), dialogue, plots, storylines, locations, characters, artworks, and trade dress, but-excluding any content that is Producf
Identity of Paizo Publishing, Inc. (Elements that have previously been designated as Open Game Content are not included in this declaration.)
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~ WELCOME TO ULTIMATE . PLUG INs
MyTHIC MONSTERS’ et N8

3 K IS SUPPLEMENT IS ]US”J,? ONE PART OF A LARGER RESOURCE FOR EVERY GAME-

e 7 master who would like’ to try out the new mythic rules but mlght feel a bit intimidated

iR by the huge amount of conversion work. The Pathfinder Roleplaying Game Mythic

: 4 Adventures hardback contains a wealth of new rules, but in one book there cannot be

o L room for everything, especially when it comes to monsters. That book contains some of

S . the iconic monsters of myth and legend and RPG history, transformed into a mythic rules
-/~ format. The published monsters demonstrate that a “mythic monster” does not need to be -

’)_}:‘,—l ./ anultra-powerful death machine - you can have mythic monsters from CR 1 to CR 30 and- -

Y i all points in between - but there are less than 50 monsters in the book. They-are all clas ©

s .7+ sics, to be sure, but the game has evolved and there are-so many more, That is where the -

- Mythic Monsters series from Legendaw Games comes in. .

U RS What you won’t find inside this product are individual monster illustrations. You al-

: ready have them. Fantastic, glorlous illustrations for every monster in every-bestiary. ,
You also won’t find descriptive text for these monsters. You already have that too. Every -
mythic monster could be an elder of its kind, specially blessed or cursed by the gods, a

noble lord or powerful champion, the last remnant of a mightier primeval race, a singular

being unto itself, or perhaps a newly evolved master race looking to supplant the ordinary
beings of its ilk that came before. To repeat these narratives for every monster, with slight
variations, would be redundant. You can create the perfect origin story and background

for mythic versions of ordinary monsters that fits precisely with your world. What you

B need are the stats, 100% crunch, and that is what Mythic Monsters delivers.

. - The Mythic Monsters series contains updated mythic stat blocks for every creature

' b7 combined with innovative, exciting, and cinematic mythic abilities that clearly set these
monsters apart from the ordinary. Monsters that leave your players saying “What

| - was THAT?” Monsters that leave them feeling like mythic heroes when they triumph,

- /7 whatever their level. Every issue brings you mythic versions of 12 monsters you aIready

~ ~know and love, all tied together by a creature type or theme, plus one all-new.mythic ..

o monster you've rnever seen beforel’All brought to you by expert desigriers who know the ~ -

e v T, i mythiec monster rules like no one ‘else because they are the same authors that created £

“the mythic monsters in Pathf' nder Roleplayung Game Mythtc Adventures.
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‘f“ Wue‘ve hyperlrnked the eIectronlc version of this product m\ternal'ly from the Table of- Contents and exte_r- .
9  nally with links to the Pathfinder Reference 'Docu_ment!.‘the official online compendium of game rules, as L
L well asthe d20pfsrd.com. If it is in the core rulebook, we generally didn’t link to it unless the rule is an

.~ Obscure one. The point is not to supersede the game books, but rather to help support you, the player, in
accessing the rules, especially those from newer books or that you may not have memorized. :

- ABOUT LEGENDARY GAMES

....................................................................................................................................................................................................................................................................

Legendary Games-is an all-star team of authors and desrgners founded by Clark. Peterson of Necroman

- ‘cer Games, Inc. Legendary Games uses a cooperative, team-based approach te bring you, the Paizo fan,

E - the best expansion material for your game. We are gamers and storytellers first, and we believe that ‘
3 passron shows in our products. So check us out, and Make Your Game Legendary! gl e

~ Also visit us on Facebook and follow us on TW|tter and check out our website at
WWW. makeyou rgamelegendary.com.

WHAT You Witz FInp INSIDE R
MYTHIC MONSTERS: MOUNTS

R staple of fantasy stories from the oldest days is that Iegendary heroes often acquire a Iegendary ;
steed along the way. From Bellerophon and the original Pegasus to faithful ponies like Bela and Bill, ;5 o5
- there is something about an amazing mount that elevates a great hero. This product presents mythle ' )
mounts both natural and supernatural, from the aforementioned pony and pegasus to the every-
~day warhorse and magnificent sleipnir and the legendary pegasus champion. In a fantasy game,

. player characters are liable to try riding just about anything, but in Mythic Monsters: Mounts we’ve
tried to keep to creatures that spend most of their time with a rider in the saddle. Not every mount is
- equine, of course, so mythic riding dogs, giant eagles, elephants, and.rocs get their due alongside
~\the hippogriff, hlppocampus, and of course the dread mghtmare and its even nastier cousin, the
Cauchemar - -

. Mythic Monsters: Mounts d|verges from the standard structure of other Mythic Monsterssup- = _
plements each of which presents a dozen and one creatures, 12 standard Pathfinder monsters con- 3 INgs :
~verted into amazing mythic versions plus one brand-new creature, because mounts are not your usual- -

_ everyday monsters. Sure, you could fight them, but more often they (or the villains of the campaign) h
% \ Lare going to be fighting with them. Since this is a bit of a special case, we present for your gaming pleasure 20 :
g -'rnythic- versions of your favorite steeds, all ready-for the mythic mayhem your great heroes will encounter. -

~"The Mythic Monsters series from Legendary Games sets aside the rich.story and background S
-that'is-our trademark; because it is focused on pure crunch, and there it absolutely lives up to
. our hlghest standards of innovative layout,, beautiful aesthetics, and excellence in design that is 4

secend to none. We hope y0u enjoy using it as much as we enjoyed makrng it. Game onl :

i
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MYTHIC MOUNTS
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CQUIRIN CA MYTHIC MOUNT: MYTHIC

.mounts should not be available for sale”
_ but should be something PCs can research
through sages, divinations, or Knowledge
skills. Finding a mythic mount should be a

- quest in itself, and makes an excellent mythic

trial forcharacters, as described in Chapter 4
of Pathfinder Roleplaying Game Mythic
‘Adventures. They could also be acquired with

__the Leadership feat. A good rule of thumb for -

- determining the equivalent level of a creature

" asacohort is to add 4 to its CR, though you

=4

‘might reduce this to-3 if the mount and the PC
“.share a compatible alignment or fit together
weII thematlcally :

j. ) Advanced Mounts: Some of the *_ !
. -mounts described here are presented in two
“ forms, one a mythic version-of a species and
“- the other a mythic version of an advanced
- creature of their species. Advanced creatures

“-have-been used to provide mythic mounts that
_are'significantly less fragile and more useful
over more of a character’s lifespan than the-
ordinary, and even mythic, versions of their
kind. Each advanced creature is among the
finest and fittest of its species, and a few can
even understand normal speech |n a rudlmen
tary fashion. : :

Animal Companlons Animal com-

’ r panlons follow their own unique rules rather
~~ than being based directly on a standard mon-

"s'ter stat block. However, several of the rules

“.described below can help you add mythic qual-

ities to'your animal companlon (or equivalent

mount or companion), as can those described
" in the path abilities and feats in the Pathfind- |
. - er Roleplaying Game Mythlc Adventures

‘rulebook

“enhance the strength and survivability of

~ on the pattlefield in their own right, like the
~ riding dog or nightmare. In rare cases, it may.._

e ¢

Mount Templates: If ybu wish to fu r_th_erf S,

mythic mounts, you can apply the agile, in- -
vincible, or savage mythic simple templates  *
described in the Mythic Monster Advancement . =

section of Chapter 6 of Pathfinder Roleplay- .

ing Game MythicAdventures. The agile
template is a perfect fit for-mythic mounts leg-
endary for their speed, like a light horse, peg- a5
asus, or hippocampus. The invincible template’
is ideal for mythic mounts designed to absorb -
unbelievable punishment, like an elephant or -~
warhorse. Finally, the savage template is ideal
for mythic mounts that are devastating allies

be appropriate to add the mythic arcane or
divine S|mple template to a meunt.

Training Mythic Mounts: For mythlc - .
animals and magical beasts with |nteII|gence g
2 or less, they are generally more difficult to
train than ordinary animals or magical beasts;
however, once trained they can learn a great
deal more. Add twice the mythic mount’s
mythic tier to the.Handle Animal DC to train
it. However, it can learn an additional num-
ber of tricks equal to its mythic tier, and once
trained the DC to handle or push the animal to
perform a trick or-task it knows is reduced hy 5

Mythlc Abilities: Each creature’s
mythic abilities are noted in their stat block
with a superscript M4; abilities marked MV are
major mythic abilities that count as two abil-
ities, while M indicates mythic feats. In some
cases, their mythic abilities are |mproved ver-.
sions of existing abilities rather-than entlrely
new powers. Mythic abilities that are under- ‘
lined are described in Chapter 6 of Pathfmd—
er Roleplaymg Game Mythic Adventures «--_




MYTHIC ~FEATS

Companlon Mythic Ability

Your companion gains a mythic ability char
acterlstlc of its’kind.

' Prerequisite: Animal companion,
. bonded mount, eidolon, or familiar with
.. Mythic Companion feat or an animal com-
- panion,’bonded mount, eidolon, or familiar
. whose master has-the Mythic Companion
path ability and is at least 3rd mythic tier.

* Benefit: If a mythic version of your
companion’s creature type exists, it can
select one mythic special ability from those:*
-possessed by mythic creatures of its type, .
- subject.to GM discretion. You cannot select
+ - amajor mythic ability that counts as two i
-+ .~ mythic abilities. ; .
. Special: You can select thls feat more
- - than once. Each time, it applles_to a differ-
‘.en\t' mythic special ability.

Mythlc Tralner . -
~You are a legendary trainer of beasts of all kinds.

Prerequisite: Expert trainer or wild em-
pathy class feature, Handle Animal 5 ranks

~ Benefit: You ignore the normal- DC

. increase for training mythic creatures, and

- you gain a bonus equal to one-half your
mythic tier on Handle Animal checks to
train non-mythic creatures. Creatures you
train can learn an additional number of
tricks equal to your mythic tier, and if your

-bonus on a skill check to command or push .

a creature you have trained would be an
automatic success, it is a free action for you :

' to Command ar push that creature. ‘

: o 1 you train.an animal for 30 days, spend-
' mg ‘one use of your mythlc power each day; you
. :can awaken that creature as the spell, treating
2 ,your caster level as twice your mythlc tier.

ABILITIES S8

3rd-T1er Champion Path Ability

Mythic Rider (Ex): If any effectwould
make you fall from the back of your mount or
cause your mount to fall or become prone, you - -

- can spend one use of your mythic power as a free-
action to remain mounted or for your mount to
remain standing (unless your mount is killed or
knocked unconscious). Tn addition, you can spend
one use of your mythic power attuning yourself

to your mount. For the next 24 hours, your mount - 7_‘{ e

*gains the hard to kill, recuperation, and mythic
- saves abilities as a creature whose mythic tier was -
2 tiers lower than yours. If you have the unstoppa-

- ble ability and use it on yourself while mounted, - :

“you.may remove one of the listed effects from -~
- your mount at the same time; this may be a'differ-
ent effect from the one affecti ing you.

Trick Rider (Ex): Yougainonebonusfeat. =~ .

for-every 2 mythic tiers you possess, which must .
- be Animal Affinity, Skill Focus (Ride), or a mount-
ed combat feat, or a mythic version of one of
these feats. , T

3rd-Tier Guardian Path Ability y
‘Mythic Rider (Ex): As the champion
path ability. -
- Trick Rider (Ex): As the champion
path_ability. :

6th-Tier Guardian Path Ability
-- Compainign Mythic Ability (Su):
. You can awaken the mythic nature within

e

“your animal companion, cohort, eidolon, . - fia

s

, famlllar or bonded mount. This creature . Sl Rk g

< Tk

gains any one mythic monster special ability
that a mythic or advanced mythic creature
of its type possesses. If that ability can be *
--used only by expending mythic power, your
~ companion can instead use the ability three

time§ periday. < 5 : ‘

1
&t

MYTHICPATH
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N Large animal (mythic) ' .
'Init‘+'O; Senses low-light vision, scent; Perception +8 * = ; 5

DEFENSE

AC 19, touch 9, flat-footed 19 (+10 natural,
- hp 58 (5d8+36)

Fort +8, Ref +4, Will +1

DR 5/epic; Resist cold.10 °

. Speed 40 ft. :
-~ Melee gore +11 (2d6+13)

. Space 10 ft.; Reach 5 ft. .
‘Special Attacks mythlc power (2/day, surge 1d6), splrlt
~_ 'stampede™A, stampede, trample (2d6+13, DC 21)

SPECIAL ABILITIES

Rollover (Ex) A mythic bison-ean
stand up from prone as a swift
action, and can spend one use of
its mythic power to do so without
. provoking attacks of opportuni- -
‘.. ty.In addition, when a mythic -~
bison is grappled, it can attempt
./ ‘todislodge its attacker by rolling
" . on top of it and crushing it to the
_ ground Treat this as a-bull rush
~combat maneuver; if success-
ful, the grapple is broken and the |
“creature grappling the mythic bisen
takes 1d6+4 points of damage. Both
'the mythic bison and the grappler
fall prone.

bison) -

d STATISTICS

. Str 29, Dex 10, Con 19, Int 2, Wis 11, Cha4 = _
_Base Atk +3; CMB +13 (+16 buII rush) CMD 23 (26 vs. bull
. = rush, 27 vs. trip)

~ Feats Endurance, Improved Bull RushMF Power Attack

. Skills Pemeptlon +8

sQ rollover™A, shaggy coat™»

(3-30)

Treasure NONe

& V1Y THIC BISON CR5/MR 2 [
~ XP 1,600 ~ ¥4
Pathfmder Roleplaymg Game Bestlary (herd animal,

M ECcoLoGY
Environment cold or temperate plains
Organization solitary, pair, or herd

Shaggy Coat (Ex) A mythic bison’s coat grants it
cold resistance 10, and itdm'ay spend one use of

its mythic power as an immediate action.-to galn
cold rmmunlty until the end of its next turn.

j Spii‘it Stampede (Su) A mythic bison can spend
~ one use of its mythic power to call up a pair of~ -
spirit-bison to stampede with it. These spirit<bi-
son are intangible phantoms that persist for 1
minGte and move with the mythic bison, one on
oo ' either side, and aﬂo,w the mythic bison to use
: its stampede ability by itself. The spirit-bison
move through creatures and solid objects as
they stampede with the mythic bison and do
not affect them in any way; however, any crea- |
ture failing its save against the mythic bison’s
trample attack while it uses this ability must
make a Will save against the trample DC or
“become shaken for 1d4 rounds. :

-1 size)

7

7

7

Stampede (Ex) A stémpede occurs if three or
more creatures with stampede make a trampie - e
‘attack while remaining adjacent to each other
While stampeding, the creatures.can trample
Large or smaller foes and the trample’s save DC
increases by +2. Ea

r.. dj 2
' ""_if".ﬂ ..,/.fﬂ
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E. !. i MvrHic poc, RIDING CR 1/MR 1 [

‘XP 600~ XP4oo ' & , : v E
; —Pathfmder Roleplaymg Game Bestlary 2 (herd animal, N Medium anlmal (mythic) ] 23T AT R
'camel) ‘ Init +2; Senses low-light vision, scent; Perceptlon+8 ' '
-N Large animal (mythic) *

U i A iy Perveptiafii® 1 ;

- AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural) _ -
hp 21 (2d8+12) '

~ AC 14, touch 12, flat- -footed 11 (+3 Dex, +2 natural, -1 size) Fort +5, Ref +5 Will +1 e

. hp 21 (2d8+12) Defensive Ab111t1es piteous whine“A . : AR

- Fort 5, Ref +6, Will +0
_
& ‘Speed 40 ft. -

Speed 50 ft. Melee bite +3 (1d6+3 plus tl’lp) D

.~ Melee bite +4 (1d4+6) : ' Special Attacks mythlc power (1/day, surge 1d6}, trip, ;% ¥, S

. Space 10 ft.; Reach 5 ft. tuggerMA R RSV ‘
- Special Attacks mythic power (3/day, surge 1d6) splt (+3 - el

-~ ranged touch) : s

Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6

,‘- ‘Base Atk +1; CMB +3; CMD 15 (19 vs. trip) S

L
Str 18, Dex 16, Con 14, Int 2, Wis 11, Cha 4 ; * Feats Skill Focus (Perception)M* s "
: Base Atk +1; CMB +6; CMD 19 (23 vs. trip) \ - Skills Acrobatics +6.(+14 when jumping), Perception +8 M
: Feats Endurance; Extra Mythic Power - : \ Survival +1 (+5 when tracking by scent); Racial Modifiers . - i
Skills Perception 45, Survival +0 (+5 in desert terram) +4 Acrobatics when j jumplng, +4 Survwal when tracking by Aol
_-SQ desert traveler™, reservoir of lifeMa SCERE! M o _ AR 1.
_ ;
-~ Environment warm deserts Environment any i =
Orggmzatmn solitary - ‘ i . Organization solitary, pair, or pack (3-12) S
Treasure NONe 3 Treasure none
Desert Traveler (Ex/Su) A mythic camel gdins a +5 eompe- - Piteous Whine (Sﬁ) I its master or rider is temporarily or per- :
- tence bonLIé'to Survival checks in desert terrain and takes manently incapacitated, uriable to take actions, as an immediate ' 5
- no movement penalties in sandy environments. In addition,  action amythic riding dog spends one use of its mythic power 1 5
amythic camel can endure hot climates without harm as if _ - and begins apiteous whine that engenders sympathy for it and ‘
using an endure elements spell,and by spending one use of ; its master or rider and dissuades enemies from attacking either ST
its mythic power it can share this effect with its rider. Sharing - of them for 2 rounds, as the miserable pity”" spell (DC 12 Will : :
this effect with its rider is a supernatural effect. negates). Thesave DC is Wisdombased. - e L e
Reservon- of Life (Su) A mythic camel can go without food, = Tugger(Ex)Wh(;heWTaMm riding dog suocessﬁJIIytrlpsa bt
. sleep, or water as if wearing a ring of sustenance. By = 4 creature, it can immediately attempt adrag combatmaneuver - - ¢ Y
. spending one use of its mythic power, it can share this effect - that does not provoke attacks of opportunity against the same gt
. with its rider for 24 hours. A mythic camel canalsospend ; target, normallydragglng the target towards its master (orto : X 3 ¢ ;
~ one use of its mythic power to remove the fatigued condition - . wards anyallled mythie riding dogs, if it has no master), mough B AL i
- from‘itself orits rlder orto reduce the exhausted condltlon to if its master is flanked, affected by afear effect orunabletotake . - .\ :
- fatlgued = e actions, the mythic riding dog instead drags the target awayfrom TN
Splt (Ex) Once per hour, acamel can regUrgltate the contents of its master. Its master can direct which way the dog dragsthe tar- :
_iits stomach, spitting the foul material at a single target within _ - getasanimmediate action with a DC 10 Handle Animal checl§ i :
10 feet. The target must make a DC 13 Fortitude save or be The mythicriding dog can move as partof thisdragmaneuver | -~ L
" 4 sickened for 1d4 rounds. The save DC is Constitution-based evenifithasalready completedismove. 5 e deel
N - i
: - . . A
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s T tuggerMA
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M EcoLocy

3 |\/|YTHIC ADVANCED RIDING DOG ] C5/M 2

* XP 1600

-~ N Medium animal (mythlc)

Init +4 Senses low- Ilght vision, scent; Perceptlon +1O

i DEFENSE -

- AC 19, touch 14, flat-footed 15 (+4'D'ex, +5 natural)

-hp 58 (5d8+36)
Fort +8, Ref +8, Will +4
. Defensive Abilities piteous whine'*; DR 5/epic

OFFENSE _

Speed 40 ft. !
Melee bite +10 (1d6+9 plus trlp)
- Special Attacks mythic power (2/day, surge 1d6), trip,

, STATISTICS

~ Str 22, Dex 19, Con 19, Int 2, Wis 16, Cha 10

Bé\se Atk +3; CMB +9; CMD 23 (27 vs. trip) , :

‘Feats Skill Focus (Perceptlon)MF Step Up Weapon Focus~

(’blte)

-Skills Acrobatics +8 (+16-when Jumpmg) Perception +10

- Stealth +8, Survival +4 (+8 scent tracking), Swim +9; Racial
i Modxfners +4 Acrobatlcs when jumping, +4 Survwal when
. trackmg by scent >

~ SQ lick wounds™* '

Environment any
Organization solitary, pair, or pack (3-12)
Treasure NONe

SPECIAL ABILITIES

_ Lick Wounds (Su) As a standard action; an advanced ?
mythic riding dog can stabilize a dying creature
by licking its wolnds. This ends any form of bleed
damage and grants a +4 bonus to the target’s next

- 'saving throw against disease or poison. If the dog
spends one use of its mythic power, it provides the

.- target with the benefits of one of thé'following spells

(caster level 5th): cure light wounds delay pain", ~

g de”lay potson remove fear, remove sickness“™, or

surmount affliction®™. An advanced mythlcndmg
_ dog can lick its own Wounds '

Plteous Whine (Su) If iits master is temporarlly or
permanently incapacitated, unable to take actions, as
an immediate action-a mythic riding ‘dog spends one

5 _g'sé_“of its mythic power and begins a piteous whine
that engenders sympathy for its‘master and dis-'

Tugger (Ex) Whenever a mythic riding dog success-

- fully trips a creature, it can immediately attempt a‘ _
drag combat maneuver that does not provoke attacks
of opportunity against the same target, normally - _

“suades enemies from attaéking for 2»rofmd§ as’ tﬁe
miserable pity’™ spell (DC 15 will negate's) Th’e 37

save DC is Wisdom-based. - ..

dragging the target towards its master (or towards
any allied mythic riding dogs, if it has no master),
though if its master is flanked, affected by a'fear
effect, or unable to take actions, the mythic riding
dog instead drags the target away / from its master. Its

master can direct which way the dog drags the target -~ /

as an immediate action with a DC 10 Handle Animal
check. The mythic riding dog can move as part of hg

this drag maneuver even if it has already completed

its movement for that round.
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i |\/|YTHIC DRAGON HORSE CR 11/MR 4 B8 “F'{eflex‘half),_"creates aregion of fog in the area that ..~ 5 Th
‘XP 12,800 - N lasts for 1 minute (similar to that created by a fog - F
Pathfmder Roleplaymg Game Bestlary o Sl ¥ cloud spell), or creates a blast of severe wind (seethe = . .-

NG Large magical beast (air, mythic) : wind effects table) in the area. The dragon horse'may

~Init +11'"; Senses darkvision 120 ft. know alignment, |°W - use this breath weapon once every 1d4 rounds. The - S

Irght V|51on Percept|on +2% : ¥ ~ save DCis Constitution-based. : A 2 '\ |

- Flying Charge (Ex) A dragon horse gains a +4 bonus - ~ 3

! on damage rolls if it charges while flying.
~ AC 27, touch 13, flat-footed 23 (+3 Dex, +1 dodge, +14 ] ; e
" _natural, -1 size) ; Know Alignment (Su) Dragon horses automatically

g hp 145 (10di0+90) 5 i ~ know the alignment of any creature they can see.

Fort +12, Ref +10, Will +9 B £ : " Merciful Strike (Su) A mythic-dragon horse takesno -
-~ DR 5/epic; Resist cold 10, electricity 10, sonic 10 ~ penalty to attack rolls when attacking to deal nonle- ]
- , . thal damage with its hooves (though the electricity e

_'_":' damage they deal remains lethal damage). A mythic =~~~ «
Speed 60 ft.; fly 120 ft. (good) : dragon horse ¢an spend one use of its mythic power ~ ~
_ " Melee 2 hooves +18 (2d6+9 plus 1d6 electricity) _ '~ togrant its hooves the merciful magical weapon abil- ~ ~_
b sPace 10 ft; Reach 10 ft. SO " ity for 1 minute; this effect applies to both the blud- %+ 5
E ' Special Attacks arcing hoovesM4, breath weapons, flying geoning and electricity damdge dealt by its hooves. o
'\ charge, mythic power (4/day, surge 1d8), merciful strikeM, . oty R
iride the lightning™4, trample (2d6+14 plus 2d6 electrlmty, _ Ride the Lightning (Sp) Once per minute, amythic . ‘t
DC 24) , ! \ : ~dragon-horse can spend one use of its mythic power ~ R h
P e ' "~ _towuseride the lightning"™ as a spell-like abitity, S B
e . ' ‘with a duration of-6ne round. R
'Str 28, Dex 17, Con 21; Int 16, Wis 18, Cha 21 - Shift Planes (Su) A dragon horse can enter the Ethe AR
* Base Atk-+10; CMB +20; CMD 34 (38 vs. trip) real Plane, Astral Plane, Plane of Air, or Material* * S\
L lEeats‘Dodge Flyby Attack, Improved InitiativeM", Iron Plane once per day as a standard action. This func- . ~ X
* Will, Mobility"® - - tionsas plane shift, but the dragon horse can only <\t
~ Skills Fly +18, Knowledge (planes) +13, Perceptlon +17, bring up to two other willing creatures with it,and © = 7

Sense-Motive +14, Survival +14 ' : ik

only if they are on its back.
. Languages Auran, Common, Draconic; telepathy 100ft A hicd h . )
" sqshift planes, stormborn™A Stormbom (Ex) A mythic dragon horse gains resis- . -

i _ . tance 10 against cold, electr|C|ty, and sonic damage ) A
: As an immediate action, it can spend one use of its =
AR eRds dustRTiTEy thoneiGtihese hpes s i
. Environment any - , _ ' A

) B i ation ity . of damage until the end of its next turn.

‘ Treasure None = : <k g : : =

\

Arcmg Hooves (Su) When flying, a mythic dragon *- . SN s,
“horse can attack with both hooves at the end of a b : : . :
charge. In addition, if a mythic dragon horse hitsa vk j i k- SR
creature with both hooves in the same round, light: - 5 PAES.
o ,n“ing crackles between its hooves dealing an.addition-' - _ g MR
al-2d10 points of electricity damage. All electricity - W LSRN 2 SL@EEE .
damage from its hooves that is dealt to a creature in R R o

smgle round should be totaled before applying.any sxd ‘ B S e
--~|=e5|stance to electricity that creature may possess. - 0 : :

P
i

‘ Breath Weapons (Su) As astandard action, a dragon - Fi Ve f o :
: ~horse can breathe out a 30-foot cone of mist. This =) iy : SRR Y e
- & mist either deals 10d6 points of cold damage (DC 20 : ' !




v * XP 1,200
ol v Pathfmder Roleplaymg Game Bestzary
NG Large magical beast (mythic)
~ Init +3; Senses darkvision 60 ft., low- Ilght vision, plercmg
¥ gazeMA‘ Perception-+15

DEFENSE
AC 16, touch 12, flat-footed 13 (+3 Dex, +4 natural, -1 size)
/', hp36(4d10+14) .

Fort +5, Ref 7, will +3 :
Defensive Abilities evaslon A 2o

! ~Offense 5

o Speed 10 ft, fly 80 ft. (average)
= _j _ Melee 2 claws +7 (1d8+4), bite +7 (1d6+4)
- Space 10 ft.; Reach 5-ft.

,:_-‘ - Special Attacks mythic powe (1/day, surge 1d6), twin

il ‘talonsMA

$ 75 ,‘J-' -
pox :

Str 18, Dex 17, Con 12, Int 10, Wis 15, Cha 11 A
BaseAtk+4 CMB +9; CMD 22 i e
3 “Feats Alertness, Flyby Attack, Eagle. EyesMFB
81 . - Skills Fly +8, Perception +15, Sense Motive’ +4 Racml
/7 Modifiers +4 Perception

Languages Auran (can’t speak)

/
" Environment temperate mountains e
Organization solitary, pair, or eyrie (3-12)
Treasure NONE

SpecIAL ABILITIES

Piercing Gaze (Ex) A mythic giant  -.
o -~ eagle gains Eagle Eyes as a bong$ feat..
e ‘ In addition, whenever it attacks a target
'~ with a miss chance due to concealment or total
- concealment it ¢an roll twice and select the bet-
““““ter result. In addition, a mythic giant eagle can spend '
~ one use of its mythic power to ignore miss chances -

{, f;j’ ,)— ~ due to concealment or total concealment until the

Sl . “beginning of its next turn. - :

I 4 Tw1n Talons (Ex) A mythic giant eagle can attack with .
"’__"j o both claws as part of the same attack action, charge
17 . “-action, or standard action. If the eagle hits the same

,_ target with both claws, it can attempt a drag combat
: : “maneuver against its target as a free &ction that does - -
* ;- notprovoke attacks of opportunity.If the maneuver
~ succeeds, the eagle can move with its target after
'rhaking its attack-as far as the drag maneuver allows;

~even |f |ts movement for the round would otherW|se

MTIEAGLE, GIANT _- ] CR4/M 1

_ wall, tree, or other high place. If both the eagle and

have been completed. The target is not grappled and
is released at the end of the drag maneuver, whlc_rt
may result in a fall if dragged into the air or off of a- --

the, creature it dragged are W|II|ng, the dragged crea
ture can hold on long enough to mqunt the eagle on.-
its next turn as a move action and begin riding it. ;
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B MYTHIC ADVANCED GIANT EAGLE CR 8/|V|R 3

 XP4,800 -

. Pathfinder Roleplaymg Game Bestlary

NG Large-magical beast (mythic) ‘

- it +7; Senses darkvision-60 ft., low-light vision, plercmg
E gazeMA Perceptlon +22 - ? ,'“‘

DEFENSE

~AC 24, touch 16, flat- -footed 17 (+7 Dex, +8 natural, -1 size)
. _hp 106 (9d10+57)

.~ Fort +9, Ref +13, Will +7 :
Defensnve Abilities evasion; DR 5/ep|c

> Speed 10 ft, fly 160 ft. (average)
K_ Melee 2 claws +14 (2d6+6/19—20/x3) blte +14 (1d6+6)
“ " Space 10 ft.; Reach 5 ft.
- ‘Specnal Attacks aerial mterceptlonMA ‘mythic power (3£
day, surge 1d6), powerful chargeMA (2 claws, 4d6+9) twin

‘\ talonsMA : it
o \ 1

STATISTICS

Str 22 Dex 24 Con-16, Int 14, Wis 19, Cha 15

_ Base'Atk +9; CMB +16 CMD 33

. Feats Alertness, Death-from Above'®, Eagle EyesMas: Flyby
Attack, Improved Critical (claws)F, Improved Natural

. . Attack (claws)

» Skills Acrobatics +18 (+1O when jumping), Climb +10, Fly -
 +16, Knowledge (geography) +10, Perception +22, Sense
Motive +10, Stealth +6, Swim +10; Racial Modifiers +4
- Perception
. Languages Auran, Celestial, Common

EcoLocy

e Envxronment temperate mountalns
‘Organization solitary or pair

Treasure None —

\

" Aerial Interceptor (Ex)
-A mythic advanced _#
giant eagle has
= afly speed
- of 160 feet
and gains
circum-

. stance

" . ‘banus
“ onattack
rells when

8

“it attacks.an airborne target as part-of a read- SR
ied actron or attack of opportunity. In addition, % A
a mythic giant eagle can spend one use of its -~ . .-
mythic power as an immediate action to ready_
5 'an action to charge an airborne target. :

Pler(:lng Gaze (Ex) A mythic giant eagle galns Ay o
Eagle Eyes as a bonus feat. In addition, whenev-. ~ 7
er it attacks a target with a miss chance due to
concealment or total concealment it can roll twice

* and select the better result. In addition, a mythic- -
giant eagle can spend one use of its mythic power
to ignore r_n?és chances due to coricealment or total -
concealment until the beginning of its next turn.

Twin Talons (Ex) A mythic advanced giant eagle - ‘
can attack with both claws as part of the same Lot e

- attack action, charge action, or standard-ac- L

“ tion. If the eagle hits the same target with both - -
claws, it can attempt a drag combat maneuver

%

' against its target as a free action that does not -~ 'f\L

-provoke attacks of opportunity.'If the maneu- f"-','__' 3
ver succeeds, the eagle can move with its tar- =\ 5

“get after makirig its attack as far as thedrag = - - : Y
maneuver allows, even if its movement for the - :
round would otherwise have been completed.- R
The target is not grappled and is released at thg +

- end of the drag maneuver, which may result in a =
fall if dragged into the air or off of a wall, tree, sl L
or other high place If both the eagle and the ! —~

creature it dragged are willing, the

: “dragged creature can hold on long

=) enough to mount the eagle on its -

‘ next turn as a move action-and
begin riding it.

N
*
b

W .ao;’Ag.u R Tl T
P R T . ¥
3 . 11




* XP 6,400
4 Pathfmder Roleplaymg Game Bestzary
N Huge animal (mythic)-
: Imt +0; Senses low-light vision, scent; Perceptlon +20 i

- AC 20, touch 8, flat-footed 20 (+12 natural, -2 size)
hp 128 (11d8+79)

/', Fort+14, Ref +7, Will +6
DR 10/ep|c

OFFENSE
Speed 40 ft.
..+ . Melee gore +16 (2d8+10 plus toss), slam +16 (2d6+10 plus
- grab)
. Space 15 ft.; Reach 10ft. |
‘Special Attacks mythlc power (3/day, surge 1d6),
> thrashlng trunkMA, toss™MA, trample (2d8+15 BEI25)Ee

< STATISTICS
x ;;',~ *. Str 30, Dex 10, Con 21, Int 2, Wis 13, Cha 7 i
LI Base Atk +8; CMB +20 (+22 bull rush +24 grapple) CMD 30
/. < (32vs.bull rush, 34 vs. trip) - -
. .~ Feats Endurance, Great FortltudeMF Improved Bull Rush,
- . Iron W|II Power Attack™F, Skill Focus (Perceptmn)
p Skills Perception +20, Swim +14
' -8Q jungle march“A

_ Environment warm plains or jungle
e Organlzatlon solitary or herd (6—30)
5 Treasure none

SPECIAL ABILITIES

]ungle March (Su) A mythic elepha.nt (and any
creature riding‘on it) can pass easiiy through

T natural undergrowth, trees, thorns, and briars

»/ . -_without impediment or damage. By spending

% . one use of its mythic power, a mythic elephant

~. .. and itsrider(s) can move through magically !

Y ';?' e man'rpulatéd vegetation without impediment

~* " “orharm for 1 minute, such as’that produced

e iby entangle, plant growth, spike growth, or-

" wall of thorns. This provides no prgtection -
-against attacks by creatures of the plant type.

1
‘
L
i
| |

1
i B

>

: MYTHIC ELEPHANT ] CR9/M 3

” DEFENSE :

| ‘

size category smaller than Medium. A mythic

b
|
P '

Thrashing Trunk (Ex) When a mythic élephaunt'.'_‘

grapples a Medium or smaller creature; the”
mythic-elephant is not considered grappled In
addition, if-a mythic elephant begins its turn,,

b grappllng a Medium or smaller creature, when -' 3
it makes a grapple check to malntaln the grap
ple and/or pin the target, it can:also use thati.= &
creature as an improvised weapbn in place of -
its slam attack. It can use the grappled creature
to make a melee attack or a ranged attack with
a 10-foot range’ merement The mythic elephant
takes the usual —4 penalty to attack rolls with
an improvised weapon, and a successful attack
deals 2d6 points of damage plus the elephant’s
Strength modifier to both the target of the
attack and to the grappled creature. If the
grappled creature is smaller than Medium size,
reduce the damage die size by one step for each

eIephant may spend‘one use of its mythlc bower to
negafe the attack roll penalty for using an |mpro
vised weapon and to increase the damage to 2d6 .
plus 1-1/2 times its Strength modifier for 1 mlnute

Toss (Ex) When a mythic elephant hits a Large
or smaller creature with its gore attack, itcan - .- -
_attempt a bull rush combat maneuver against’ = -
that target as a free action. If the maneuver suc- -~
ceeds, the target is pushed away in a direction..
chosen by the mythic elephant and falls prone.-
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TSN EIAVERE  Splash (Ex) As a standard action, a mythic hippo- - =+ |
=_'XP 800 .. - el campus can smash its tail against the water, . bt
Pathfinder ROlePla)’mg Game BeStlary o A0 churning up a powerful wave that drenchés a .
N Large magical beast (aquatic, mythic) =  10-foot cone-shaped burst, extinguishing any = . ©
R Init +1; Senses darkvision 60 ft., low-light vision, stent T henrhagical fires in that area. This splash also . L
Percep’uon i ' acts-as a bull rush_éé’mbat maneuver against o

any creatures in the area. If a mythic hippo-

DEFENSE campus can spend one use of its mythic power™

:,‘ﬁ; ﬂ (g:j“lcor}rzlg) flat-footed 16 (+1 Dex +7 natural, -1 size) * while using this ability, any creatures that are. -
] - L , | h

& Fort +7. Ref+4, Will +4 A .3 7 successfully bull rushed are also knocked prone

-~ Water Dependency (Ex) A mythlc hippocam-

; pus can survive out of the water for 1 minute -
ot SR i PR e

- Speedet swim 60 ft. B p__ % ils 24 g J e
. Melee bite +7 (1d4+5), tail slap +2 (1d4+2) - mythic hippacampus runs the risk of suffoca- S

- A8  Space 10 ft.; Reach 5 ft. - tion, as if it were drowning: - ey
' Speclal Attacks mythic power (3/day, surge 1d6), splashMA : A L

~Str 20, Dex 13, Con 19, Int 2, Wis 16, Cha 15 . ) L ‘ QO
. Base Atk +3; CMB +9; CMD 20 R - %3 % oo N W
Feats Extra MythicPower, Skill ‘Focus (Swim), Toughness ' TP M A ~ NN B

.Skills Perception +8, ‘Swim +16 3 ; i ¥ 5% o o e
SQ sea stalllonMA water dependency & o % e : . e R

| Ertvironment any water A e
Qrganlzatlon solitary, pair, or school (3-16) . . S A : SR -
Treasure None ' '

Sea Stallion (Su) By spendlng one use-of its . J : vy
. mythic power, a hlppocampus can grant its rid- oy , ' i

. er the ability to breathe water tor up to 1 hour. R \ \ .
If its rider can alfeady breathe water, itcan =~ . Ttk S e e
instead grant the ability to attack underwater A P &5 = . LT
without penalty as if using freedom of move- - : _ i 5 & : Sk
ment for 1 hour. This does not confer any of . : e, n ) o E%, b4

_the other benefits of freedom of movement. ~ . : .

‘These abilities apply only as long as the rider LK ' ' i SN Se il

B remains mounted on the mythic hippocampus\. : : : :
. The rider may dismount from the hippocam- ~ * . ') ' AT TN XA

_pus; holding his breath while away fromthe ~ ~ .~ -~ - SLRELS

- creature,-and return to |t and resume breathing i 3 : T g _ :

43 Water but the duration of this effect continues ¢ 305 . <. [ Al R
.to elapse even while the rider'is dismounted. : o a3 Nk O




- XP 800 ;
4 Pathfmder Roldeplayzng Game Bestzary 2 '
N Large magical beast (mythic) :
_ Init +5; Senses darkvision 60 ft., low- Ilght vision, scent
i 'Perceptlon +11

Fi

*

AC 21, touch 16, flat-footed 14 (+4 Dex, +2 dodge, +5 natural,
iy [ <lsize)

hp 48 (4d10+26) ,

Fort +8, Ref +9, Will +4 - * ! i

T Speed 40 ft., fly 100 ft. (average) /
‘-f’, ~ Melee bite +7 (1d6+4), 2 claws +7 (1d4+4)

. Space 10 ft.; Reach 5ft. . ;

‘Special Attacks mythlc power (1/day, surge 1d6), plercmg

_/screechMA

a

L
§ STATISTICS : _

. 7+ . Str 19, Dex 20, Con 18, Int 2, Wis 16, Cha 13 5 i
55 Base Atk +4; CMB +9; CMD 25 (29 vs. trip)

. /. - Feats Dodge“", Wingover . = - 7 2
-, ..~ SkillsFly +9, Perceptlon 11 Racnal Modlflers 4
Perceptlon

2 SQ agrial aid“A

Environment temperate hills or plains
_ Organization solitary, pair, or flight (7-12)
VAR Treasure none

SPECIAL ABILITIES

_ Aerial Aid (Ex) While flying, a.
mythic hippogriff can use the-aid 4
another action to assist any aIIy :

within 30 feet. In addition, if”

wit s anally Within’100 feét falls a

¢+ . mythic hippogriff can spend

~. ."".__ one use of its mythic power

; ',_'.:“: * as an immediate action to

./ ‘move up to its speed and
- 7 ‘catchrthat ally in midair. The
j __ally falls 5 feet for every-10.

“feet the mythic hippogriff must

,. . travelto reach him; if the hip-

p : : pbgriff intercepts the ally before it ;

© 1 7 hits the ground, it can make a melee |

L touch attack to catch the aIer If the al-

Ay’s welght (inaddition to any we1ght the myth1c

MYTHIC ADVANCED HIPPOGRIFF ] CR3/M 1

_make a DC 15 Fly check or be dragged down as

DEFENSE

Piercing Screech (Ex) Once per minute as a stan- -
OFFENSE ‘

' "“preparations to protect its ears. The save DC is

hippogriff already carrles) exceeds its heavy”
load, the ally still falls but any falling damage |t
takes is halved, and the mythlc hippogriff must L

well, taklng half normal fallmg damage based on -
the height at which it tried to catch the aIIy‘ g

dard action, a mythic hippogriff can emit a pow-
erful screech that deafens all non-hippogriffs
within a30-foot radlus spread for one minute
(DC 16 Fortitude negates) Creatures adjacent

to the hippogriff are stunned for 1 round on a
failed save and deafened for 1 round even on a
successful save. A mythic hippogriff can use this-
ability as a swift.action during as_urp_rise round.
A mythic hippogriff’s rider gains a +2 circum-
stance bonus to this saving throw if it takes

Constltutlon based.’
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: ‘j. |\/|YTHIC ADVANCED HEAVY WARHORSE CR 6/ MR 2 Tb"'tht%l-‘ast_‘B_rheafh (Su) A mythic heavy warhorse .~ ‘. e
- XP 2,4011 o gainsuDieh'arld as a_l_:)onus feét._ In addition, when i R
< Pathf nder Roleplaylng Game Bestlary (horse) a mythic heavy warhorse is knocked below 0 hit. - ¢ TNl
N lLarge animal (mythic) paints, it can'spend one use of its mythic power as an
Imt +4 Senses low- Ilght vision, scent; Perceptlon +9 ©immediate action to gain fast healing 2 and a +2 mo-

. rale bonus on attack rolls, saving throws, and ability, .
- checks for one minute. .
AC 17, touch 13, flat-footed 13 (+4 Dex, +4 natural, -1 size) MYTHlC E e CR 2/MR 18

hp 81 (608+54) e

| Fort +12, Ref 9, Will +5 i, el
=z I!R 5/ep|c g - Pathfinder Roleplaying Game Bestiary (horse) . - -

o =3 : - N Large animal (mythic) <
Init +4; Senses fow-light vision, scent Perceptlon 8

» : or
fpeed SOTL _ Ly
.~ Melee 2 hooves +8 (1d6+5), bite +8 (1d4+5) S DEre s s

Space 10 ft: Reach 5 ft. AC 16, tc:juch 1\8 ﬂ‘at -footed 12 (+4 Dex, +3 natural, -1 size) - ‘.

" Special Attacks kickbackMA, mythlc power (2/day surge hgte 8+28) B 4 ; -

N 1(1;6 Eone Fort +9, Ref +10, Will +4 | - Woay
) : Defensive Abilities evasion*” o

{Soomince _

- Str 20, Dex 18, Con 21, Int 3, Wis 17, Cha 11 '- Sgﬂ

7 Base Atk +4; CMB +10; CMD 24 (28 vs. trip) . | \ . R L us ._;'__'_ :

5 Melee 2 hooves +2 (1d4+2) ~ : v

A Feats Diehard®, Endurance, Great Fortitude, Heavy Armor } ok

: 3 Space 10 ft;; Reach 5t. : i

.Profmency nghtArmor Proficiency®, Medium Armor S ec1alAttacksm AL DowWe (1/da I eld6) e A
1 g t ' Y

_-Proficiency®, Run®, ‘ToughnessMF P e s : ik

Skills Acrobatics +8 (+16 when jumping), Perceptlon +9, :

Swam +9 STATISTICS X

Languages Common (Can t speak) - . Str 20, Dex 18, Con 21, Int 2, Wis 17, Cha 11 -

L2

* SQ armored steed"A, to the last breath™4, tricks (attack Base Atk +3; CMB +9; CMD 23 (27 vs. trip) =il L
cgme defend, down, guard, and heel) ._ " Feats Endurance, Lightning ReflexesMF, Run® : '
Skills Acrobatics +8 (+16 when jumping), Perception +8

N EcoLocy : SwWim +9 I
e : ; . $Q docile, run like the wind" & e
Environment temperate plains {7

Organizatiqn solitary or pair-
Environment temperate plains

EtBanizatiop sqif@Rpall, on NEUE L)
Treasure none L

Armored Steed (Ex) An advanced mythic heavy i

warhorse is proficient in all types o armor, and it ;
P gres ol - SPECIAL ABILITIES

reduces the armor check penalty for-any armor it
Docile (Ex) Unless specmcal ly trai ned for combat (see the

“wears by 3. In.addition, its move_ment is not slowed i |
when wearing medium or heavy armor. g Handle Animal skil ), a mythic Ilght horse’s hooves are AR
: VIS - treated as secondary attacks.

_ "L‘Kic‘kb'aCk (Ex) Whenever a mythic heavy warhorse is

' - attacked by a creature that is flanking it, that attack . Run Like the Wind (Ex) A mythic light horse has aspeed R

2 pr‘:ovokes oGt ettack frem the warhorse that is ' of 80 feet; and when it uses the charge, double move, run;- = -

resolved prior to the flanking attack. If the attack - or wnthdraw action, it gains |mproved evasion and total 2
concealment (50% miss chance) until the beginning of.its- St

_of opportunity hits, the mythic heavy warhorse can i
* imake an immediate bull rush combat maneuver - _nextturn. The concealment provided by this feat applles - ] :

~ - -against the target. If the maneuver succeeds and the  only to the horse, not its rider. When using one of these ac- -

target is pushed farther away from the warhorse tions, the horse can also spend one use of its mythic power - :
IS Bt 1 kedich it -attack e to double its speed until the beginning of its next turn.. ot

5
o R
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MYTHIC NIGHTMARE CR 6/MR 2 ‘Each time the target gains a negative level, it can’ - -

i -7 e 7
2 i o o :

* XP 2,400 LA L o make a Sense Motive check opposed by the"m'yth-‘_ 7
e ‘Paihﬁn_der Roleplaying Game Bestiary .. ic nightmare’s Intimidate check to realize what is
NE Large outsider (evil, extraplanar, mythic) happening and break the fascinate effect. Even if no- --
. Init 48" Senses darkvision 60 ft.; Perception +10+ * =~  longer fascinated, the rider is considered grappled by =~ -

¢ Yom
S

the mythic nightmare (though the nightmare is not

- - IPEETNN - considered grappled by its rider) and must break free

- AC 21, touch 11, flat-footed 19 (+2 Dex, +10 natural, -1 size) of the grapple in order to dismount. The save DC is - -
; hp 77 (6d10+44) Constitution-based. '
', Fort+9, Ref +7, Will +3 : .

Dream Smoke (Su) By spending one use of its mythic

i ' power, a mythic 'nighgmare can exhale a warm sop-
i Orrense orific mist rather than the acrid, choking smoke it
[ Speed 40 ft, fly 90-ft. (good) : usually exhales. Creatures within the dream smoke
i " - Melee bite +9 (1d4+4), 2 hooves +7 (1d6+2 plus 1d4 fire)
“. ~ Space 10 ft.; Reach 5 ft. i

DR 5/epic_

y s - o

fall asleep for 1d6 rounds on a failed DC 17 Fortitude
save rather than becoming sickeneq’for 1d6 minutes.”

" - Special Attacks death’s ride™A dream smoke™*, mythic - Creatures that fall asteep from the dream smoke are

power (2/day, surge 1d6), smoke, trample* (1d6+6 plus 2d4 affected upon awakening as a nightmare spell (DC

__fire, DC 17) 17 Will negates). The save DC is Constitution-based. -
7+ ’Spell-Like Abilities (CL 6th; concentration +7) ' 7 smoke (Su) In battle, a nightmare exhales smoke that
f 2./ Lday—plane shift(selFand rider only) -~~~ chokes and blinds foes, filling a 15-foot cone each
ol o e o B —5d i 7 round as a free action. Anyone in the cone must stic- e
et -- ‘ceed on a DC 17 Fortitude save or become sickened; =
. /. - Str18 Dex 15 Con 18 Int 13, Wis 13, Cha'1l2 - until 1d6 minutes after leaving the area. This smoke
~/ .~ Base Atk +6; CMB +11; CMD 23 (27 vs. trip) acts as obscuring mist for the purposes of conceal-

; . Feats Improved Initiative™, Multiattack, Run -
2 Skills Fly +13, Intimidate +10, Knowledge (planes) +10, -
; ~Perception +10, Sense Motive +10, Stealth +7, Survival +10
_ Languages Abyssal, Infernal '

ment. The smoke persists for 1 round. The save DG is o
_ Constitution-based.

.

e Environment any (Abaddon) =
Organization solitary ' 2

Treasure NoONe : z

SPECIAL ABILITIES

Death’s Ride (Su) As a standard action, a mythic .
nightmare can spend one use of-its mythic power to
vt L tempt a-nonevil creature to climb onto its back to
.7 rideit. This is similar to a suggestion (DC 17 Will
~. “7,_ negates) but is not language-dependent and affects ‘
g-1.7 -/ only Medium or smaller creatures that are physically -
“suited to riding a horse-like creature. Upon mount-
ing, the target becomes fascinated by the experience
; ; and in its euphoria does not notice' when'the myth-
‘' -icnightmare begins draining its life away. Every: -
et minte the target remains on the mythic nightmare’s
2 “back, it must make a DC 17 Fortitude save or gain a
N negative level; the mythic nightmare gains 5 tem-
“porary hit points each time the save is failed. These
temporary hit points stack, up to-a maximum of 50 -

J
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MYTHIC NIGHTMARE CAUCHEMAR

.

. ‘ CR 14/MR 5
- XP 38,400 - - _
E tP—athj'fi‘hd'e_rj_'_l;{ole_playing Game Bestiary

"}‘ - NE Huge-outsider (evil, extraplanar, mythic)

. - Imit +11VF; Senses darkvision 60 ft.; Perception +20".

DEFENSE

AC 31, touch 10, flat-footed 29 (+2 Dex, +21 natural, -2 size)
' hp 225 (14d10+148) :

| _Fort +16, Ref +11, Will +7

. DR 10/epic - o e f

< Speed 40 ft., fly 90 ft. (good)

. Melee bite +22 (2d6+10), 2 hooves +20 (2d6+5 plus 1d6) -
Space 15 ft.; Reach 10 ft. ;

_ ' Special Attacks death’s ride™*, dream smoke™*, flaming

" ~hooves™, hellfireMA, mythic power (5/day, surge 1d8), ‘.

' powerful trampleM4, smoke, trampleMA (2d6+15 plus 2d6

.~ fire, DC 27) B -

- Spell-Like Abilities (CL 15th; concentration +16)

1/hour—ethereal jaunt, plane shift

&

__Str 31, Dex 15, Con 25; Int 16, Wis 12, Cha 12
Base Atk-+14; CMB +26 (+32 overrun); CMD 38 (42 vs.
- Qverrun, 42 vs. trip)

. Feats Greater Overrun, Improved Initiative™", Improved -
“ Overrun™F, Intimidating Prowess, Iron Will, Multiattack,
Power AttackM* - TR
skills Acrobatics +19 (+23 when jumping), Bluff +18, Fly
+19, Intimidate +28, Knowledge (arcana) +20, Knowledge
*(planes) +20, Perception +20, Sense Mative +20, Stealth +11
Languages Abyssal, Infernal 3 =

ey ‘_‘ -
Environment any (Abaddon) - :

= Organization solitary

. Treasure none

A

SPECIAL ABILITIES

LR
L

=

| 1| Death’sRide (Su) As astandard action, a mythic nightmare

=% canspendone use of its mythic power to tempt a nonevil - _
gi’eature‘to climb onto iits back to ride it. This functionsas

o suggestiori (DC 24 Will negates) but is not language-depen- -

dentand affects only Large or smaller creatures suited to rid-

ing a horse-like creature. Upon mounting, the target becomes

- _fascinated by the experience and in itseuphoria does not no-

ki '.tice when the mythic nightmare begins draining its life away.

- Every minute the target remains on the mythic nightmare’s )

! back, it must make a DC 24 Fortitude save or gain a negative

o o

" Flaming Hooves (Su) A mythic nightmare cauchemar's

e, TR 4 B!

level: the mythic nightmare gains 5 temporary hit pointseach - -
time the save is failed. Each time the target gains a negative
level, it can make a Sense Motive check opposed by the myth-
ic nightmare’s Intimidate check to realize what is happening

- and break the fascinate effect. Even if no longer fascinated, :

the rider iis considered grappled by the mythic nightmare

(though the nightmare is not considered grappled by its rider) L

and must break free of the grapple in order to dismount. The
save DC is Constitution-based. L

Dream Smoke (Su) A mythic nightmare exhale a warm,
soporific mist rather than the acrid, choking smoke.it tisually
exhales. Creatﬁ"res within the dream smoke fall asleep for
1d6 rounds on a failed Fortitude save rather than becoming
sickened for 1d6 minutes: If a mythic nightmare spends one -
use of its m)}thiqpower when it exhales this dream smoke, all
creatures that fall asleep from the dream smoke are affected

- upon awakening as a nightmare spell (DC 24 Will negates). -+ -
The save DC is Constitution-based. -

- hooves flare with sooty flame whenever it confirms a critical - _

hit with any of its natural weapons, causing each of its hooves ;

" todeal an‘add_itional 1610 points of fire damage until theend ~ « .
of its next turm. If it uses its trample attack during its next

turn, it deals.an additional 2d10 points of fire damage. - ; e

Hellfire (Su) All fire effects created by a mythic nightmare

caUchemar deal one-half fire damage and one-half untyped " o

unholy damage; this latter damage does not harm creatures .

with-the evil subtype. Aéauchemar can spend one use of its =

mythic power to convert all fire damage it deals into unholy
‘damage for 1 minute. %

Powerful Trample (Ex) \When a creature in that path ofa -
mythic nightmare cauchemar’s trample fails (or forfeits) its .
 saving throw, the cauchemar can make a combat maneuver
check to overrun that target; if this check exceeds the target's
CMD by 5 or more, the target is knocked prone. In addition, 7
the cauchemar can combine its Power Attack feat with its e
trample special attack, increasing the damage its trample
deals by 12 pointts but decreasing the trample save DC (and its *+ -
combat maneuver bonus for overrun maneuvers during the
. trample) by 4. Itcan épend one use of its mythic power as a

e

154

- swift action to increase its trample damage in this way with- . L ""

out incurring these penalties until the end of its nextturn. X .j. 4

‘- Smok§ (Su) In battle, anightmare exhales smoke that chokes
and blinds foes, filling a 15foot cone each round asafreeac- -

tion. Anyone in the cone must succeed on a.DC 24 Fortitude - i

~_save or become sickened until 1d6 minutes after Iea\'/iﬁg\the b

* area. This smoke acts as obscuring mist for the purposes of ¥
concealment. The smoke persists for 1 round. Thesave DCis.
Constitution-based. -~ i S e

X

T el LW T e N N RN bt ST TS S I L o Y P SR DO RN NI A -

B

P
ol



S = 1 § AR i -

MYTHIC PEGASUS CR 4/I\/IR 18

FL/E XP 1,200 =
W Pathfmder Roleplaymg Game Bestzary
: _ CG Large magical beast (mythic) ;
Init +2; Senses darkvision 60 ft., detect evil, detect good
"; Iow llght vision, scent; Perceptlon +11 ¢

DEFENSE

AC 15, touch 11, flat-footed 13 (+2 Dex, +4 natural, -1 size)
hp 44 (4d10+22)
' Fort S Ref +6, Will +4

T S

7t OFFENSE : .

. Speed 60 ft, fly 120 ft. (average)
'~ Melee bite +7 (1d3+4), 2 hooves +2 (1d6+2) /
.-3 — Space 10 ft.; Reach 5 ft. :
- Special Attacks mythic power (1/day, surge 1d6)

= s Spell—lee Abilities (CL 4th; concentration +5)
; .Constant—detect evil (60-ft. radius), detect good (60-ft.
i ; =|:adius)

j_ j 2

i

A Str 1B Dex 15, Con 16, Int 10, Wis 13,Cha 13-
; ‘; .. Base Atk +4; CMB +9; CMD 21 (25 vs. trlp) ;
‘. . TFeats Flyby Attack, Iron WillMF - - '
' Skills Fly +5, Perception +11, Sense Motive +7; Racial
3 Modifiers +4 Perceptlon
g 7 -Languages Common (can’t speak)
b SQ aerobaticsMA, unbridled gIoryMA

EcoLocy

Environment temperate and warm plains
Organization solitary, pair, or herd (6— 10)
Treasure none

< -

SPECIAL ABILITIES

e Aerobatlcs (Ex) A mythlc pegasus is skilled at avoid-
a8 ing the attacks of tltan_lc foes as it swoops in and
~around them tq attack, gaining a +2 dodge bonus to
“““its Armor Class against attacks of opportunity pro-
X ) voked by its movement, plus an additional +2 dodge
$es ~ bonus for every size category its attacker is larger
than it. The rider of a mythic pegasus gains half this
_ dodge bonus to her own Armor Class agamst aItacks, ,
’ " of opportunity provoked by movement.

‘| Unbridled Glory (Si) When a mythic pegasus suc-
/ : ceeds on a saving throw against a charm or compul-

- “sion effect or against any effect that would cause it-

* ;- tobecome entangled, grappled, paralyzed, or pinned,
L or when it escapes a grapple, pin, or entanglement,

SN

- pegasus)

STATISTICS :

‘Special Attacks mythlc power (3/day, surge 1d6), tltanlc

-Skills Acrobatics +16 (+28 when jumping), Fly +22,

ECOLOGY

Environment temperate and warm plalns R
Organization solitary or palr : <5 =Y
Treasure none ot ' '

At unleashes a whinny of trlumphantfreedom AH
non- eV|I non-lawful creatures within 30 feet gam the
ic pegasus spends one use of its mythic powe“rmthls =
acts-as a mythic bless spell. The mythic pegasus |tself

/ gains double the normal bonus from this bless effect i

MYTHIC PEGASUS CHAMPION CR 9/|\/IR 3

XP 6,400 °
Pathfinder Roleplaymg Game Bestlary (variant

CG Large magleal beast (mythic) -
Init +6; Senses darkvision 60 ft., detect evil, detect good it
low- Ilght vision, scent; Perception +19

AC 24, touch 16, flat-footed 17 (+6 Dex, +1 dodge, +8 natural, E ; ;
-1 size)

hp 124 (9d10+75)
Fort +11, Ref +12, Will +8; +4 vs. poison : ;
DR 5/ep|c Immune petrification; Re3|st fire 10

'

Speed 60 ft., fly 120 ft. (perfect) - . 3
Melee bite'+14 (1d3+6), 2 hooves +14 (1d6+6) 2.wing buffets 5
+9 (1d4+3) W
Space 10 ft.; Reach 5 ft. ' ' 33
smiteMA,

Spell-Like Abilities (CL 9th; concentration +12)
Constant—detect evil (60-ft. radius), detect good (60- T
radlus)

STATISTICS

Str 22, Dex 22, Con 20, Int 14, Wis 17,Cha 17~
Base Atk +9; CMB +16; CMD 32 (36 vs. trip) ' ,--' '
Feats Dodge, Flyby Attack, Iron WillMF, MobllltyMF
Wind Stance

Perception +19, Sense Motive +10, Stealth +1O Swim +10;
Racial Modifiers +4 Perception
Languages Auran, Celestial, Common -~
SQ aerobatlcsMA unbridled gIoryMA




e

" Aerobatics (Ex)A mythic pegasus is skilled at avoiding the
_ . 1attacks of titanic foes as it swoops in and around them

' . .toattack, gaining a +2 dodge bonus to its Armor Class \
agéihst"attacks of opportunity provoked by its movement,
_ plus an additional +2 dodge bonus for every size category
of its attacker larger than it. The rider of a mythic pega-
sus gains half this dodge bonus to her own Armor Class
againstattacks of opportunity provoked by movement.

Battle-ready (Ex) A mythic advanced pegasus’s hooves are
« treated as primary natural weapons.

Tltamc Smite (Su) As a free action, a mythic-advanced
' pegasus can spend one use of its mythic power to smite

a creature larger than itself, adding its Charisma modifi-

‘er to attack rolls and as a deflection bohus to its Armor . _
Class, and adding its Hit Dice as a bonus to damage. If the
- advanced mythic pegasus has a non-evil, non-lawful rider,
it can spend an additional use of its mythic power-to share
- the bonuses provided by its titanic smite with |ts rlder for
' .~ 1minute. |

i T Unbridled Glory (Su) When-a mythic pegasus succeeds on
- . -asaving throw against a charmor compuIS|on effector
_againstany . effect that would cause it to become entan-
: -gled, grappled, paralyzed, or pinned, or when it escapes a
- _-grapple, pin, or entanglement, it unleashes a whinny of tri-
: umphant freedom. All-non-evil, non-lawful creatures with-
= in 30 feet gain the benefit of a bless spell (caster level 8th)
if the mythic pegasus spends one use of its mythic power,
this acts as a mythic bless spell. The mythic pegasus itself
I8 gains double the normal bonus from thls bless effect.
E Whlppmg Wings (Ex) A mythic advanced pegasus gains
. two wing buffet attacks. If it hits the same target with
3 both wing buffets, the target is staggered for 1 round and
dazzled for 1d4 rounds by flying feathers; while dazzled,
the pegasus and its rider gain concealment égainst it ADC
19 Reflex save negates the staggered condition and reduc: -
es the duration of dazzling and concealment to 1 round.
“The save DC is Constitution-based.

B SPECIAL ABILITIES

"Feats Endurance, Iron WillVF, Run®
* Skills Acrobatics +9 (+17 when jumping), Perception +7° .
. SQ beast of burdenMA docile, inexplicable survwal'V'A ' '\ 3

CR 2/IMR l

MYTHIC ADVANCED PONY
XP 600
Pathfinder Roleplaytng Game Bestmry (horse pony)
N Medium animal (mythic) . ~
Imt +4; Senses low- Ilght vision, scent; Perceptlon +7 ¢

‘ DEFENSE

AC 17, touch 14, flat-footed 13 (+4 Dex, +3 natural) -
hp 42 (4d8+24)
Fort +8, Ref +8, W111 +5

‘Speed 50 ft.

Melee 2 hooves +1 (1d3+1)
Special Attac\ks mythlc power (1/day, surge 1d6)

STATISTICS

Str 17, Dex 18, Con 18, Int 2, Wis 15, Cha 8
Base Atk +3; CMB +6; CMD 20 (24 vs. trip)

EcoLocy

Environment temperate plains -
Organization solitary, pair, or herd (3—30)
Treasure none

SPECIAL ABILITIES

Beast of Burden (Ex) A mythic pony has a speed of 50 _
feet and its carrying capacity is tripled, allowing it to bear
' heavy burdens without complaint. Itis also immuneto
effects that cause fatigue; effects that would cause it to
~ become exhausted cause it to become fatigued instead.

_Docile (Ex) Unless spebifiéally trained for combat (see
the Handle Animal skill, a mythic pany’s hooves are ]
treated as secondary attacks. S

Inexplicable Survival (Su) A mythlc ponyhas asupernat- .
ural knack for surviving situations that should have killed
it. Whenever a mythic pony is about to be killed or per-

manently incapacitated, it can spend one use of its mythic

~ power to miraculously-recover and escape, reappearing 1d6 ~
_ hours later fully healed, rested, and none the worse for wear. -
If at the GM sdlscretlon its master or rider abuses or mis-
treats the mythlc pony, such as sending it into excessively
dangerous or near-suicidal situations, the pony uses gh:\s abil-

ity upon its deathrbut never returns, andho_rses and ponies.

" become hostile to the pony’s master as the nature’s exile il
spell for L month. Remove curse or break enchantment
can'negate this curse with a DC 14 caster level check.

b ey
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MYTHIC ADVANCED ROC CR 15/MR 5[

* XP 51,200
-~ Pathfinder Roleplaymg Game Bestlary
N Gargantuan animal (mythic)
_ In1t +13MF Senses low-light vision; Perceptlon +174

DEFENSE :

- AC 31, touch 10, flat-footed 27 (+4 Dex, +21 natural, —4 size)
hp 224 (16d8+152)

~ Fort +17 Ref +16, Will +10

Defen51ve Ab111t1es feathered fortlflcatlonMA DR lO/eplc

OFFENSE "

Speed 20 ft., fly 80-ft. (average) ..

. Melee 2 talons +20 (2d6+11/19-20/x3 plus gra,b) bite +19

- (2d8+11)

- Space 20 ft.; Reach 15 ft. ;

‘Special Attacks carry off¥A, crushMA (4d6+16 DC 29)
_‘deadly drop™4, devastatmg stoopMA, mythlc power (5/day,
surge 1d8), Wlngstorm'\’IA fi

STATISTICS :

Str 32, Dex 19, Con 25, Int 2, Wis 16; Cha 15

. - Base Atk +12; CMB +27 (+31 grapplg); CMD41 ~

A Y

26 B 1

Feats Flyby Attack, Improved Critical (talons)™F, Improved
In|t|at|veMF Iron Will, Lightning Reflexes, Power Attack™*,
Skill Focus (Perception), Weapon Focus (talons)

' 'Skllls Fly +7, Perception +17

EcoLoGY

Environment Wwarm mountains
Orgamzauon solitary or mated palr
Treasure none

SPECIAL ABILITIES

Carry Off (Ex) A mythic roc can grapple a single Large’
creature or two Medium or smaller creatures simul-
taneously in its claws without being considered grap-
pled itself. It does not need to succeed at a grapple
~ check to move while carrying grappled creatures of

""._ size Large or smaller. -

Crush (Ex) A mythic roc can land on foes as a stan-

7~ dard action, using its whole body to crush as many

Medlum or smaller creatures as fit in its space ‘This

_ attack deals 4d6+16. pomts of damage and creatures
in the area must succeed on a DC 29 Reflex save or

__be plnned underneath the mythic roc, automatically.

taking this damage again each round until the myth- -

_ic roc moves off of them. If the mythic roc wishes to
maintain the pin, it must make one grapple check_

. ““mythic roc typically aims at a specific square (AC5)

‘whleh applles toall trapped creatures If thls eheck
fails to overcome an individual creature’s OMD that
creature becomes entangled rather than pinned but
can move (at half speed) out from under the mythlp “t

_rocon its next turn. A mythlc roc can use its mythic -
Power Attack feat to increase the damage of its crush -
attack, increasing damage to 4d6+28 but decreasmg -
the save DC (and any combat maneuver checks it ;
makes to grapple or pin) by 4. It can spend one use of
its mythic power to gain this increased damage with
its crush attack without these penaltles for 1 mlnute
The save DC is Strength-based. :

Deadly Drop (Ex) Mythic rocs often carry heavy
boulders or similar objects high into the air to drop
them on creatures below. A mythic roc can carry two-
Large or smaller or one Huge or Garg_ant_uan object
in flight. Dropping these objects requires a ranged
touch attack, with a range increment of 20 feet. A

rather than a moving creature. Dropped objects deal = .~
damage as listed below (DC 15 Reflex half), affectmg_ :
all creatures in the listed area. Damage is doubled if" i
the object is dropped from 150 feet.or more in the
air, but it is halved if the dropped object is not fa|rIy
heavy and solid. Hence, a log or boulder would deal -

_ fulldamage, but a wagon, boat, or creature (I|vmg or
dead) ‘would deal Only half damage

Obiect Size Damage Area of Effect

Small 2d6 One 5-foot sguare

Medium 3d6 . One 5-foot square

Large ~ 7 4ds 10-foot by 10-feot square

Huge 6d6 - 15-foot by 15-foot square /]
8d6 -

~Ifthe ranged touch attack misses, the object lands 1d6

~ . dense rubble terrain until 1 minute is spent clearlng

Gargantuan 20-foot by 20-foot square i

i/

squares away in a random direction. Wherever the
dropped object lands, the area of effect-becomes

it. If the mythic roc spends one use of its mythic pow-
er, the save DC increases to 20 and any creature fail
iing its'save is entangled and stuck in place by rubble -
until they can succeed at a DC-20 Escape Artist cheek.
or Strength check. Creatures or objects dropped by a
mythlc roc take falling damage normally.
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ev&istaitin’g Stobp (Ex) A mythic roc can tear build- ~ - MyTHIC SLEIPNIR CR 13/MR 5 = \ \

‘ '; ings and structures apart with ease. A mythic roc XP 25,600 egihas
‘deals double damage to Large or larger objects with Pathfinder Roleplaymg Game Bestlary 3. R Dy
_its:natural weapons or its crush attack. It can spend N Large magical beast (mythic) 3 iy

one Use of its mythic power to ignore up to 10 pomts Init +4; Senses brilliant eyes™”, darkvrsron 60 ft low- Ilght

of hardness from objects it attacks for 1 minute. . - vision; Perception +20 ) 1% L

Aura |mposmg steed"A (60 ft.,, DC 18)
Feathered Fortlflca_tlon (Ex) A mythic roc’s massive' :

plumage makes it hard to target the true vital areas
B 2! VVhen a critfrak mglls Confitmed agalibka AC 30, touch 13, flat-footed 26 (+4 Dex, +17 natural, -1 size) . «
. mythlc roc, it-has a 50% chance to negate the critical hp 197 (14d10+120)‘ : Lt “
“hit, _converting it into a normal hit. Any touch or Fort +14, Ref +15, Will +9

~ ranged touch attack against a rock has a 20% miss DR 10/epic; Immune electricity, bllndness dazzling;
chance as the attack may hit a roc’s loose feather Resist cold 10

rather than striking true. When rolling this percent- . " B 3‘

e e iy

- power as an immediate action to reroll. Speed 80 ft.; air walk

“ "kWingstorm (Ex) As a standard action, a mythic roc N Melee bite +21 (1d8+8), 4 hooves +19 (1d8+12)
_ can create a 120-foot-long, 20-foot-wide gust of strong Space 10 ft;; Reach 5 ft. '
L wind as often as desired. By spending one use of its -~ Special Attacks breath weapon (DC 22), mythic power (5/ -=* 17y

=

- mythic power, it can increase this wind to windstorm day, surge 1d8), powerful blows"* (hooves), powerful charge T
o (hooves, 2d8+12), thunderous trampleMA trample (1d8+12 A
strength RN
S.swEength. ; DC 25) | SRR

=i . 54 7 Spell-lee Abilities (CL 11th; concentratlon +12) - :
it S 3 Constant—air walk St T S

v ARy

-‘ - :
e : < = ~ 1 Str 26, Dex 18, Con 21, Int 10, Wis 17, Cha 13 ' !
: Base Atk +14; CMB +23; CMD 37 (49 vs. trip)
Feats Endurance, Flyby Attack, Iron WillMF, Lightning
ReflexesMF,"Multiattack, Power AttackM, Run
Skills Acrobatics +18 (+38 when jumping), Perception +20,
Swim +14
h .- - Languages Auran (can t speak) ,
i WO o ' SQ chooser of the slalnMA “I’alnbOW bridgeMA

4o ; Environment cold mountains - - T
Organization solitary, pair, or herd (3-10) i
Treasure NONE - 2 ook e o

= - SPECIAL ABILITIES

Breath Weapon (Su) As a standard action, a mythlc _
sleipnir can'exhale a 30-foot cone of shimmering, - RN e
: : ; ralnbowcolored light. Every creature in the area st et LA R
T R s = ' : randomly struek by one or more beams, as a pris- 1
R ¥ _ gl matic spray spell (DC 22 half or negates). A mythic. ., .
- o Sk ) sleipnir may use this ability once every 1d6 rounds, :
; Py up to 3 times per day. The save DC is Constltu :
tion-based. - SRR

o

\
Pl
3




~_/Brilliant Eyes (Ex) Mythic sleipnirs are iﬁﬁlmun'e to
- blinding and dazzling effects and gain the see in
darkness ability. ;o

Chaoser of the Slain (Su) If a mythic sleipnir’s rider
is slain, it may jépend two uses of its mythic power to, -

~ © | summon a valkyrie to avenge the rider’s death and
' take the rider’s soul to the Outer Planes. The valky-

rie remains to fight for up to 14 rounds and then

dépa'rts. If the rider’s soul-is unwilling to accompany

the valkyrie, it departs without it. A mythic sleipnir

can use this ability to avenge its own death if it has

at least two uses of its mythic power left at the mo-

ment of its death. §

'~ Imposing Steed (Su) Ordinary mounts are ferrified

7~ by the imposing aspect of a mythic sleipnir. Any

' non-mythic mount within 60 feet treats the sleipnir
"2 asif it had frightful presence (DC 18 Will negates)
The save DC is Charisma-based.

I 7z 7 Rainbow Bridge (Su) A mythic sleipnir can trail

_ passage of the rider’s allies, regardless of alignment,
: ©~ 7~ and hinders the passage of creatures hostile to the
rider; regardless of alignment. The exception is that

-, - bythe rainbow mists, taking 1d6 points of damage -
b7 |dnd becoming dazzled if they begin their turn upon
or adjacent to it. A mythic sleipnir can spend-one .
use of its mythic power to raise the bridge from the
ground and trail it behind him as he air walks, and

* 120-foot limit by spending an additional use of its

' mythic power in consecutive rounds to build a longer -
bridge. The bridge can support any amount of weight.

_ i and is unaffected by dispel magic, but break enchant-
'3 7 “mentor greater dispel magic can destroy it with a
PeT 'successf_ul DC 25 caster level check.
" ‘Thunderous Trample (Su) A creature failing (or
‘4 forfeiting) its save against a mythic sleipnir’s trample
| ) 7 ,,)— attack is buffeted by deafening thunderclaps, taking

. - -2d6 points of sonic damage and becommg deafened
-~/ for 1 minute.

MYTHIC TRICERATOPS CR 10/MR 4 .:

_Init -1/ Senses low-light vision, scent; Perception +24

Fort +15 Ref +8, will S

: ‘behind it a bridge of rainbow-colored light. This func-"
7+ -7 tions similarly to wake of light*™, but it aids _the bl

~creatures with the giant subtype are always hindered

‘Improved Bull Rush, Improved Critical (gore)™F, Power

the sleipnir can extend the bridge beyond the normal :

Battermg Smash (Ex) When a mythic triceratops

XP 9,600 o
Pathfinder Roleplaymg Game Bestiary., (dlnosaur _
trlceratops) : 7= L

N Huge animal (mythic) S

DEFENSE

AC 25, touch 7, flat-footed 25 (-1 Dex, +18 natural, -2 size)
hp 151 (14d8+88)

Defensive Ab111t1es proIectlve crestMA DR 10/epic

OFFENSE

Speed 30 ft.

Melee gore +19 (2d10+15/19-20/x3)

Space 15 ft.; Reach 15 ft. 4

Special Attacks battering smash™4, |mpaler""A mythic

power (4/day, surge 1d8), powerful charge (gore, 4d10+22),
ramming charge'VIA tramp of doomMA, trample (1d8+15 DC
7)

Str 30, Dex 9, Con 19, Int 2, Wis 12, Cha 7
Base Atk +10; CMB +22 (+26 bull rush); €MD 31 (33 vs. buM
rush, 35 vs. trip) - :
Feats Deflect Arrows?, Great Fortitude, Greater Bull Fiush v

AttackMF, Skill Focus (Perception), Weapon Focus (gore)
Skills Perception +24

ECOLOGY

Environment warm plains
Organization solitary, pair, prherd (5-8) ‘a-
Treasure NONe i

SPECIAL ABILITIES

attacks a Medium or larger object, it ignores the first -
10 points of the object’s hardness. If trying to break a
-, Medium or larger object or structure with a Strength™ -
check, it doubles its Strength modifier for this check
If it is able to take a running start of 20 feet or more:
Impaler (Ex) When a mythic triceratops succeeds =~
with a bull rush combat maneuver, it may choose td .
lmpale the target on its horns rather than pushing -
it away, as the Impaling Critical'° feat. An impaled _ ;
creature is considered grappled (though the mythic j
~ triceratops is not).and can free itself with an Eseape '
Artist check or grapple combat maneuver against -
~aDC equal to the triceratops’ CMD.-While it has a 7 y




: '; can trample‘ A mythic ‘trlceratops can spend one
“point of its. mythic power to allow it to use its gore

. attack even with a creature impaled on its horns (thls
Iasts until the impaled creature dies, frees itself, or -

is reteased by the trlceratops) An impaled creature
takes 1d10 points of damage each time the mythic
trlceratops hits another creature with its gore attack.

. Protective Crest (Ex) The bony frill of a mythic tric-
; eratops allows it to deflect ranged attacks. It gains-
‘Deflect Arrows as a bonus feat, and" by spending one
use of its mythlc power: it can use the mythic version
N of Deflect Arrows for 1 minute.

~Ramming Charge (Ex) When a mythic triceratops
hits with a. charge attack, it can attempt a bull rush

- combat maneuver. agalnst the target of its charge as

object or barrier, it takes 1d6 points of damage per
L 10feetit was pushed by the bull rush.

:l'ramp of Doom (Ex) When a creature falls prone. .
y odnext to a mythic triceratops, as an immediate action
the trlceratops can use its trample attack against that
R 5 creature without movmg |nto or through its space

* creature impaled, it cannot use its gore attack buf %4

—MYTI—-IIC RIDING DOG (CR 1/MR 1)

a free action. If the target is bull rushed into a solid ~+*

' MYTHIC ADVANCED ROC (CR 15/MR 5) Bh® -

-'_M-‘Y-_THfIC MouNTs
. ORGANIZED BY CR
MYTHIC LIGHT HORSE (CR 2/ MR 1)

MYTHIC ADVANCED PONY (CR 2/MR 1) : ,
MYTHIC CAMEL (CR 2/MR 1) - e

MYTHIC ADVANCED HIPPOCAMPUS (CR 3/MR-1)

MYTHIC ADVANCED HIPPOGRIFF (CR 3/MR 1)
MYTHIC GIANT EAGLE (CR-4/MR 1)

MYTHIC PEGASUS (CR 4/MR 1) ‘
MYTHIC ADVANCED RIDING DOG (CR 4/MR 1) TR
MYTHIC BISON (CR 5/MR 1)~ : '
MYTHIC ADVANCED HEAVY WARHORSE (CR 6/MR DY & B
MYTHIC NIGHTMARE (CR 6/MR 2)

MYTHIC ADVANCED GIANT EAGLE (CR8/MR 3) a3 ity
MYTHIC,PEGASUS CHAMPION (CR 8/MR 3) szl 3
MYTHTC ELEPHANT (CR 9/MR 3) pRTECR * :
MYTHIC TRICERATOPS (CR 10/MR 4) i R
MYTHIC DRAGON HORSE (CR 11/MR 4) ¥ = _

MYTHIC SLEFPNIR (CR 13/MR 5)- o S QLA :
MYTHIC NIGHTMARE CAUCHEMAR (CR 14/MR'5) e
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