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. WELCOME TO MYTHIC MINIS!

The mytHictules system introduced in the Pathfinder Roleplaying Game Mythic
Adventures hardback contains a wealth of new rules, but in one book there-cannot

"~ be room for everything. Sometimes there are large areas to cover with extensive

</ rules adaptations, but sometimes what you need is a power-packed punch

of tightly focused rules content that contains exactly what you need for your
character, creature, or whatever it may be. A half-dozen feats, a set of linked spells,
a group of magic items, 5 mythic path abilities, and so on; that's where Mythic
Mini$§ come in. Mythic Minis are not about exposition, philosophy, and campaign-
building; they are just flat-out fantastic ideas and great mechanlcs for GMs and
players alike, written by the same designers that helped create the official mythic
rules gy 7
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n Follow Legendary Games on Facebook follow'us on Twitter; and check out our-
- website at www. makeyourgamelegendary com.

-2z MYTHIC MINIS 8: TRICKSTE'R.PATH ABILITIES

L J Mythic characters define themselves largely by their path abilities, and this product’

7z provides new and unique path abilities that are available to mythic characters

2% using the Trickster mythic path, as described in the Pathfinder Roleplaying Game
o - Mythzc Adventures rulebook. The Analytical Eye and That Trick Doesn't Work on

L Me Anymore path abilities also appear in Mythic Mmzs 6: Guardmn Path Abzlmes
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1ST-TIER TRICKSTER PATH ABILITIES
o Analytical Eye (Ex): When a creature has attacked you, you can spend one use -
of your mythie power as an immediate action to analyze your attacker’ fighting
style and capabilities, learning a number of your opponent’s combat feats equal to
, - your Intelligence bonus plus one-half your mythic tier (minimum 1). If this result
J is 1ess than your opponent’s number of combat feats, the exact feats you learn are -
determined randomly, starting with any feats your opponent used in its attack
against you. You can use this path ability more than once if you are attacked by
the same creature in multiple rounds. Each additional use reveals new combat
feats until you have léarned all combat feats the creature possesses; feats already
discovered through previous use of this ability are not repeated. The mythic and
non-mythic versions of a combat feat are considered ]us’t one feat, not two separate
feats.
-Backstabber (Ex): You are an expert in the fine art of aftacking when an
opponent’s back is turned. When flanking an opponent, add-one-half your tier
- to attack rolls (minimum +1) and if you have the sneak attack class feature you
may add 1d6 to your sneak attack damage for-every two mythic tiers you possess
_(rounding down). If you are in flanking position threatening a non-mythic enemy
‘that normally cannot be flanked, you can expend-one use of your mythic power to
 treat that creature as flanked until the end of your next turn.
_ «Caress of Steel (Ex): You can deal nonlethal damage iristead of lethal damage
“with any type of weapon without taking a penalty on your attack roll, including
ranged attacks. If you use this ability while making a sneak attack, any additional

this ability in conjunction with attacks that are not made with weapons. - -
% _False Allegiance (Ex): When an enemy uses.a charm or compulsion effect

g 7x J agamst you or makes a Bluff, Diplomacy, or Intimidate checK'to try to convince
£ 77 you'to aid-them or follow their instructions, you gain a bonus to your saving
7 throw or to the DC to affect you equal to one-half your mythlc tier (minimum 1).
. <7 -Inaddition, if you resist the effect by any means, including but not limited to a
successful saving throw, you can attempt a Bluff check with a bonus equal to-your
mythfc tier, opposed by your opponent’s Sense Motive check, to convince your
opponent that their attempt has been successful. If your check succeeds, you are
treated as an ally by your opponent in all respects.'You are still treated as an ally by
your actual allies as well. If you attack an opponent that believes you are its ally, it
is flat-footed against the first attack you make.

T

ROLEPLAYING GAME COMPATIBLE

_ against you or attempts to influence your behavior with a Bluff, Diplomacy; or

- . »_damage dealtby your sneak attack ability is also nonlethal damage. You cannot use :

3

_ 7/ Out of the Way (Ex): You never provide cover to an enemy when your ally N A

' attacks a éreature and you are between the ally and the creature. You also donot
pr0v1de a penalty to allies’ ranged attack rolls for being in melee with a creature.
You do not take splash damage from splash weapons used by your alliesand =~ ;
add your tier to Reflex saves against harmful area effects used by your alhes If Mon bk
you roll a natural 1 on a Reflex save against an effect used by an ally, you'can » ;
spend one use of mythic power as an immediate action to reroll the saving
throw

;

3RD-TIER TRICKSTER PATH ABILITIES

Killing Joke (Ex): Your comedy knocks them dead, rendering people near-’
helpless with giggles and gales of laughter. You can use Perform (comedy) in place
of Intimidate to make a creature’s reaction temporarily friendly or to demoralize
them. In addition, if you successfully demoralize a target you can choose to make
them flat-footed rather than shaken for the same duration. If you attack a flat-
footed creature, the flat-footed condition ends after the attack is resolved and they
are shaken for the remaining duration that they would have been demoralized.-

Masterful Skill Focus (Ex): If you have Skill Focus in any skill that you RS oy
have mastered with the skill mastery advanced rogue talent, you can select one
additional skill per two mythic tiers.in which you have skill mastery. You gain Skill
Focus as a bonus feat with the selected skill(s). A

Perfect Pickpocket (Ex): You gain a bonus equal to half your mythic tieron = %
combat maneuver checks made to steal and on Sleight of Hand checks made to \
take an item from another creature. Making either type of-check never provokes . = =
an‘attack of opportunity, and attempting a steal combat maneuver does not count

~as an attack by you for the purpose of breaking an invisibility effect or interfering

swith your ability to use the Stealth skill. < ety

Stealspell (Su): Add your mythic tier to Spellcraft checks made to identify a
spellas it is being cast. If your attack hits a spellcaster while she is casting a spell,
including readied actions and attacks of opportunity, add your mythic tier to the \ - .
concentration check to avoid having the spell disrupted. If the spell is disrupted « ~* AR
and you have identified the spell, you may spend a number of uses of mythic - 253
power equal to one-half the spell’s level to steal the spell, allowing you to complete = + . -
the spell and assign its target(s), area of effect, and any other optional elementsas . | -
you choose, as if you were the original caster. The spell’s other effects, mcludmg N
damage, duration, savmg throws, and caster level checks, are based on the original
spellcaster.

That Trick Doesn’t Work on Me Anymore (Ex): When you learn a creature’s
combat feats using the analytical eye path ability, if that creature attacks you again
you can select a number of its combat feats equal to one-half your mythic tier - -
as an immediate action, spending one use of mythic power per feat you select.
Your attacker gains no benefit from using those feats against you for the next 24
hours, though it may use them against other creatures and still takes any penalties
associated with using those feats. If negating the benefits of these feats results in
your opponent provoking an attack of opportunity from you, such as negating the
Improved Trip feat, you gain a bonus equal to one-half your mythic tier to your !
attack roll on your attack of opportunity. You must have the analytical eye path 5
ability to select this path ability. : Lyt i

6TH-TIER TRICKSTER PATH ABILITY : i
Role Reversal (Su): If an opponent uses a charm or compulsion effect AREAE S

Intimidate check and you succeed on your saving throw, you may expend two
uses of your mythic power as an immediate action to reverse the effectand ~ *~" 7

target your opponent with the same effect it unsuccessfully used against you. All

«characteristics of the effect, including caster level, range, duration, skill modifier, _. & o
and save DC, remain the same as when the creature uses the ability itself, but you = . = |
are considered the caster or user of the effect. You must reverse the effect upon its %
creator; you cannot redirect its effect to a different creature. You can use this ability
to reverse effects that target multiple creatures or an area, as long as they targetor, = =3
include you; however, your reversed effect affects only the original creator of the *

effect. R
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~ 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 rules content (creature
stat blocks and names of skills, etc., taken from the Pathfinder Reference Document) as
defined in the Open Game Licenge version 1.0a Section 1(d). The front and back cover, back
miatter, introduction and Credits page, as well all othér parts of this product including all text

4 not specifically designated as Open Game Content is not Open Gamé Content. No portion’of
1 I this work other than the material designated as Open Game Content may be reproduced in
= . any form without written permission. Con

7 _ 'Product Identity: The following items are hereby identified as ;Proc{lvlct Identity, as defined

- in the Open Game License 1:0a, Section 1(e), and are not Open Content: Legendary Games,
B the Legendary Games Logo, Adventure Path Plug-In, Mythic Minis 8: Trickster Path Abilities,

: - Jas well as all trademarks, registered trademarks, proper names (including 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 Product
7. , .- Identity of Paizo Publishing, Inc. (Elements that have prevrously been designated as Open -
(g Game Content are not mcluded in this declaration.) : - -

i 'Referen'ce in non-Open Game Content (thus not covered by the Open- Game License) in this
4 work to content owned by others is not a challenge to-their ownershrp and is used under Fair
£ iUt , - ; £

OPEN GAME LICENSE Versron 1.0a 3 E
The foﬂowmg text is the property of Wizards of the Coast, Inc. and i§ Copyright 2000 Wizards
of the Coast, Tn¢ (*Wizards”). All Rights Reserved.
1. Définitions: (a) “Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b) “Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
potdtion, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d) “Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines to the extent **such content
. does not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Garme Content by+the Contributor, and means
-any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity” means product and
- product line names, logos and identifying marks 1nclud1ng trade dress; artifacts, creatures,
characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphie,

-+

-spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,

locations, environments, creatures, equipment, magical or supernatural abilities or effects,

T4 “logos, symbols, or graphic designs; and any other trademark or registered trademark clearly
e identified as Product 1dent1ty by the owner of the Product Identity, and which specifically

* Jexcludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign,

‘ - motto, designs that are used by a Confributor to identify itself ot its products or the associated
; .-+ products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or

T . 2= “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create -
~i_. -/ Derivative Material of Open Game Content. (h) “You” or “Your” méans the licensee in terms

~ " 7. ofshis agreement.
3 % 2. The License: This License applies to any Open Game Content that contams anotice
, indicating ‘that the Open Game Content may only be Used under-and in terms of this License.
" - You-must affix such a notice to any Open Game Content that you Use. No terms may be added
to or subtracted from this License excepts described by the Licepse itself. No other terms or
~ conditions may be applied to any Open Game Content distributed using this License.
e 3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
" theterins of this License. ~ { -
4-Grant and Consideration: In consideration for agreeing touse this License, the Contributors
 grant You a perpetual, worldwide, royalty-free, non- excluswe license with thé exact terms of
] "~ this Lieense 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 creatlon and/or You
have sufficient rights to grant the rights conveyed by this License. 4 o2

_ Ficense to include the exact text of the COPYRIGHT NOTICE of any Open Game Content \\ ;,‘

: photographic and other visual or audio representations; names and descriptions of characters,

~ Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Iason

6/ Notrce of License Copyright: You must update the COPYRIGHT NOTICE portion-of tHrs

You are copying, modifying or distributing, and You must add the title, the copyright date,

and the “copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute. : I
7. Use of Product Identity: You agree not to Use any Product Identity, 1nc1ud1ng as an )
indication as to compatibility, except as expressly licensed in another, independent «
Agreement with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in con)uncnon -
_with a work containing Open Game Content except as expressly licensed in another, B
independent Agreement with the owner of such Trademark or Registered Trademark. ‘The b
use of any Product Identity in Open Game Content does not constitute a challenge to the

ownership of that Product Identity. The owner of any Product Identity used in Open Game ~
Content shall retain all rights, title and interest in and to that Product Identity. -
8. Identification: If you distribute Open Game Content You must clearly indicate Wthh

portions of the work that you are distributing are Open Game Content. :

9. Updating the License: Wizards or its designated Agents may publish updated versions of

this License. You may use any authorized version of this License to copy, modify and distribute

any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the

Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content

using the name of any Contributor unless You have written permission from the Contributor -

to do so. ‘

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

13. Termination: This License will terminate automatically if You fail to comply with all

terms herein and fail to cure such breach within 30 days of becoming aware of the breach. AL ¥
sublicenses shall survive the termination of this License. %
14. Reformation: If any provision of this License is held to be unenforceable, such provision
'shall be reformed only to the extent necessary to make it enforceable. T o
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