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Welcome to Mythic Minis!

The mythic rules 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 Minis come in. 
Mythic Minis 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.

. 
MYTHIC MINIS 13: FEATS OF PROTECTION

Mythic heroes and their enemies need mythic feats, and this product provides 
conversions for existing feats from the Pathfinder Roleplaying Game Advanced 
Player’s Guide and Pathfinder Roleplaying Game Ultimate Combat that can help your 
heroes (or villains) help each other, providing protection and safety from harm. 

Bodyguard (Combat, Mythic)
You spring to your ally’s side to render aid. 
Prerequisite: Bodyguard, Combat Reflexes. 
Benefit: When an ally is attacked, you may use one of your attacks of opportunity to 
improve your ally’s Armor Class. If your ally is not adjacent but is within 5 feet (and 
your movement is not impeded so that you are unable to take 5-foot steps), you may 
take a 5-foot step to move next to that ally and him a +2 circumstance bonus to his 
AC. This functions similarly to the aid another action but does not require you to 
threaten the attacker. If you are already adjacent to your ally when it is attacked, you 
may not take a 5-foot step but you increase the bonus to AC that you grant by an 
amount equal to one-half your mythic tier. 

If an ally that you cannot reach with a 5-foot step is attacked, you can use this 
feat to move adjacent to them by spending one use of your mythic power for every 
10 feet or fraction thereof that you must move to reach them. This movement does 
not provoke attacks of opportunity, but the distance you move cannot exceed your 
speed. Using this feat to move does not affect your movement on your next turn. 
Normal: You must be adjacent to your ally to use this feat. While the standard 
Bodyguard feat states you are using the aid another action to improve your ally’s 
AC, you do not need to threaten your ally’s attacker to use it. 

Combat Patrol (Combat, Mythic)
You rove across the battlefield, lashing enemies that cross your path. 
Prerequisite: Combat Patrol, Combat Reflexes, Mobility, base attack bonus +5. 
Benefit: Your threatened area when using this feat is increased by 5 feet, increased 
to 10 feet at 5th tier and 15 feet at 10th tier. In addition, your movement when 
performing a Combat Patrol does not provoke attacks of opportunity from non-
mythic creatures. 

Coordinated Defense (Combat, Mythic, Teamwork)
You and your allies keep on guard for unusual tactics. 
Prerequisite: Coordinated Defense. 
Benefit: The bonus to your CMD provided by this feat is increased by 50% if you 
are adjacent to an ally that has the standard Coordinated Defense feat, and it is 
doubled if you are adjacent to an ally with the mythic Coordinated Defense feat. In 
addition, you provide one-half the normal bonus to CMD for adjacent allies that do 
not possess this feat.

Covering Defense (Combat, Mythic)
You shield yourself and your allies from harm.
Prerequisite: Covering Defense, Shield Focus, base attack bonus +6. 
Benefit: When you use the total defense action, both you and your ally treat your 
shield bonus to AC as a cover bonus to AC, and you may add one-half this bonus 
(minimum +1) on Reflex saves. Against attacks by non-mythic creatures, you also 
add your shield’s enhancement bonus (if any) to this cover bonus to AC. 

If you expend one use of your mythic power, you can use this feat while fighting 
defensively for a number of rounds equal to your mythic tier. 

Defensive Weapon Training (Combat, Mythic)
Your intimate familiarity with certain weapons confounds your enemies with your 
countermoves. 
Prerequisite: Int 13, Defensive Weapon Training, base attack bonus +5. 
Benefit: Your dodge bonus to AC against the chosen weapon group is increased by 
1. In addition, as a swift action you can exchange some or all of your dodge bonus 
to AC for an equal bonus on combat maneuver checks made to disarm or sunder 
weapons of that group. If an ally adjacent to you is attacked by a weapon from your 
chosen group or attempts a disarm or sunder maneuver against a weapon from that 
group, you can spend an immediate action or an attack of opportunity to share one-
half your bonus (whether a dodge bonus to AC or a bonus on combat maneuvers) 
with your ally. If you spend one use of your mythic power, you increase your bonus 
by an amount equal to one-half your mythic tier (rather than by 1) for 1 minute. 

Favored Defense (Combat, Mythic)
Your expertise at fighting your favored foes keeps your allies from harm. 
Prerequisite: Favored Defense, favored enemy class feature. 
Benefit: All allies adjacent to you gain the benefit of your Favored Defense feat (or 
feats, if you have selected the feat more than once), though the bonus they gain is 
reduced by 1. If you spend one use of your mythic power, all adjacent allies gain the 
same bonus you do--and all allies within 30 feet gain a bonus 1 less than yours--for 
a number of rounds equal to your mythic tier. 

In Harm’s Way (Combat, Mythic)
Your body is a shield for your allies. 
Prerequisite: Bodyguard, In Harm’s Way. 
Benefit: When using the Bodyguard feat to improve an ally’s AC, you spend either 
an immediate action or one of your attacks of opportunity to intercept that attack, 
taking its effects upon yourself. In addition, if an ally that you can reach an ally by 
making a 5-foot step is successfully attacked, you can use an immediate action to 
take a 5-foot step to move adjacent to that ally and intercept the attack. If an ally 
that you could reach with a single move action is attacked, you can move adjacent 
to that ally and intercept the attack by spending one use of your mythic power for 
every 10 feet or fraction thereof you must move to reach them. Your movement does 
not provoke attacks of opportunity. 
Normal: You must be adjacent to your ally to use this feat. While the standard 
Bodyguard and In Harm’s Way feats states you are using the aid another action to 
improve your ally’s AC, you do not need to threaten your ally’s attacker to use them.
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