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WELCOME»TO MYTHIC MINIS'
The mythic rules system introduced in the Pathﬁnder Roleplaying Game Mythic Adventures
hardbackcontams a wealth of new riles, but in one book there cdnnot be room for everything.
There may be large aréas to cover with extensive rules adaptations, but sometimes what you
need is a power-packed punch of trghtly focused rules content that contains exactly what you
need for your character, creature, or whatever it may be. A half-dozen feats, a set oflinked spells,
a group.of magic items, five mythic path abilities, and so on; that's where Mythic Minis come in.
Myththmzs are not about exposition, philosophy, and campaign-building; they are just flat-out
fantastic ideas and great mechanics for GMs and players alike, written by the same designers
that helped create the official mythic rules.

Follow Legendary Games on Facebook, follow us on Twitter, and check out our

- website at www. makeyourgamelegendary com.

B, ;
i

- .MYTHIC MINIS 2: FEATS OF FLIGHT
Mythic monsters need mythic feats, and this product provides conversions for
most of the monstrous feats provided in the Pathfinder Roleplaying Game Bestiary
appendix, as well as addrng in new mythic feats related to flight and aerial combat.

:DEVASTATING FLYBY (MYTHIC) e/
The force of this creature’s devastating aerial attack tosses its opponents about like Fag- dolls.

Prerequisite: Str 19+, Flyby Attack, Power Attack.

. Benefit: When you strikes its opponent in melee as part ofa Flyby Attack you deal
* bonus damage equal to your mythic rank or tier with that attack. In addition, as a
swift action you can make a combat maneuver check to drag, reposition, or trip that

~ opponent, with a bonus equal to your mythic rank or tier. This maneuver does hot

proyoke an attack of opportunity. Additionally, if you threaten a critical hit as part

-ofa melee attack made using this feat, you can expend one use ofmyt,hrc power as a

swift action to automatically confirm the critical. - £

'FLYBYATTACK (MYTHIC) o S ;

You are able to avoid counterattacks when swooping swzftly in and out of combat.
Prerequisite: Flyby Attack. ; s

Benefit: When you make a melee attack as part of a Flyby Attack, your movement
does 'not provoke attacks of opportunity from the target of your melee attack.
In addition, if you expend one use of your mythic power as a free action at the
beginning of your turn, you can move up to twice your fly speed during a round
when you use Flyby Attack, rather than being limited to your fly speed.

HoVER (MYTHIC) A
The Clouds of dust and debris this creature kicks up as it hovers in place can cause

* blindness and choking.

RS

“You are-unusually swift and graceful in flight.
_Prerequisite: Fly speed, Fly 1 rank.

ﬁ by one category g : »

Prerequrslte Hover.

‘Benefit: As a standard action which does not provoke an attack of opportunity, the

creature can performa Dirty Trick combat mafieuver against all corporeal creatures
caught within the 60-foot-radius cloud of dust and debris created when the creature
hovers in place. If the combat maneuver succeeds, opponents are blinded for 1

© round; if the combat maneuver fails, opponents are instead dazzled for 1 round. As
;a swift action, the hovering creature can expend one use of mythic‘pewer to extend

_the duration of the blinded or dazzled conditien by an additional 1d4 rounds. If -
the combat maneuver succeeds by 5 or more, creatures within the cloud are also
Jstaggered by choking dust for 1 round for every 5 points by which the creature

exceeded the DC. Creatures with the air or earth subtype or that do not need to
breathe cannot be staggered with, this feat.
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IMPROVED FLIGHT (MYTHIC)

Benefit: Your fly speed is increased by 20 feet and your maneuverabllrty is 1mproved

SILENT’ SQARmi (MYTHIC) {

You float upon the breezes as swift and silent as a shadow.

Prerequisite: Dex 13, Fly 1 rank, Stealth 1 rank.

Benéfit: When flying, you take no penalty on Stealth checks for moving at faster than half

speéd, and you can use Stealth even when using the charge or run action, albeit witha-10 ¢

penalty. You gain a +1 bonus on attack rolls against flat-footed opponents when 1 you
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afe ﬂ’yingl, increased to +2 during a surprise round. If you expend one use of your m;frhk; B3
* powet, you may add your mythic rank o tier to Stealth checks made while flying for 1 hour. ** B

STRATOSPHERIC SOARER (MYTHIC) -
You float high above the earth on near-endless flights through the thm upper atmosphere
Prerequisite: Fly 5 ranks, Endurance.

Benefit: You are immune to the effects of altltude sickness and env1ronmental

bonus'to saving throws against cold effects and effects that cause suffocation. You

gain d +1 bonus on attack rolls when you attack a creature from above while flying; *
this stacks with the bonus gained from the Death from Above feat. In addition, if ~

you expend two uses of your mythic power you can remain flying for up to 8 hours -
while sleeping; you can activate this ability as an immediate action if you are affected
bya maglcal sleep effect.
WINGOVER (MYTHIC) -
You dart, bank, and swoop through the air w1th astonrshrng maneuverabllrty
Prerequisite: Fly speed, Wingover.
Benefit: Each round, you can turn in flight up to 360 degrees without requiring
a Fly check or using any of your moevement to turn. Each turn you make is a free
action and each turn counts as 90 degrees even if the turn is at an angle less than"
90 degrees. You gain a bonus equal to your mythic rank or tier to Acrobatics
checks made to move through another creature’s spaceor through the threatened
area of another creature without provoking attacks of opportunity.

“1n addition, if you spend one use of your mythic power when using the charge
action, you may use your Wingover feat to make one or more turns during your

«charge without interrupting your charge. You gain a +2 dodge bonus to AC against .. s

attacks of opportunity provoked by your movement during such a charge.

WiNGSTORM (MYTHIC) vk

The clouds of dust and debris this creature kicks up as it hovers in place can cause ':

temporary or even permanent blindness.

Prerequisite: Str 21+, Hover, Fly speed, Large size or larger, creature must have
wings.

Benefit: As a full-round action, the creature can create an effect rdentlcal foa gustof
wind by flapping its wings, though this is an exceptional ability and is not magical.

If the creature is larger than size Large, the width of the line of wind created by this_ -

effect is increased by 5 feet for each size category above Large, to a maximum of 20
feet wide for a Colossal creature. The save DC against this effect is equal to 1/2 the *
creature’s Hit Dice plus its Strength modifier.

By spending one use of its mythic power, a creature with this feat can duplicate

the effect of a mythic gust of wind, and it may spend two uses of its mythic power to
create an augmented mythic gust of wind.
: 3 €

damage from cold, severe cold, and extreme cold environments, and you gaina +2 .
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7OPEN GAME LICENSE Version 1.0a /

~ The following text is the property of Wizards of the Coast, Inc and is Copyrlght 2000

Wizards of the Coast, Inc (“Wizards™). All Rights Reserved.

4AT)1S Definitions: (a) “Contributors” means the copyrrght 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 -

/beTrecast, 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
isan enhancement over the prior art and any additional coritent clearly-identified as
Open-Gamme Content by the Contributor, and means any work eovered by this License,
including translations and derivative works under copyright law; but specifically
excludes Product Identity. (e) “Product Identity” means product and productline -
names,logos and identifying marks including trade dress; artifacts, creatures, characters,
storjes, storylines, plots, thématic 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
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License bythe Contributor (g) “Use’, “Used” or “Using” means to use, Distribute, copy,

- edit, format, modify, translate and otherwise create Derivative Material of Open Ga.me

_Content. (h) “You” or “Yout” 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 Coritent 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

" “fnay 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
- aceeptance of the terms of this License. - !

i / 4. Grant and Consideration: In consideration for agreemg to-use this L1cense, the
, Contributots grant You a perpetual, worldwide, royalty-free, non-exclusive license w1th

the exact terms of this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing orrgrnal 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
copyrlght date, and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute. ot

7/ Use of Product Identity: You agree not to Use any Product Identity; including as a7 :
- indication as to-compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree notto~ .. .*

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 Identrty
-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 Whlch
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 thls
License.

10. Copy of this License: You MUST include a copy of '[hlS 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 wr1tten permission from the -
Contributor to do so.

12. Inability to Comply: If it is 1mp0531b1e for You to comply with any of the terms of thls
License with respect to some or all of the Open Game Content due to statute, judicial :
order, or governmental regulation then You may not Use any Open Game Material so
affected.

13; Termination: This License will terminate automatically if You fail to comply with -

all terms herein and fail to cure such breach within 30 days of becoming aware of the
Jbreach. All sublicenses shall survive the termination of this License. e

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. <
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