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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 16: UNIVERSAL PATH ABILITIES II

Mythic characters define themselves largely by their path abilities, and this product 
provides new and unique path abilities that are available to mythic characters 
from any path, allowing them to dabble into abilities mystical and magicalas the 
Universal path abilities described in the Pathfinder Roleplaying Game Mythic 
Adventures rulebook. 

1st-Tier Universal Path Abilities
Dramatic Reveal (Su): You gain a striking personal feature for which you are 

famous. This could be a strangely shaped birthmark or scar, unusual hair or skin 
color, oddly or differently colored eyes, a distinctive voice or laugh, an extra digit 
on your hand, or even a distinctive article of clothing that is your trademark. If you 
wish to conceal this trademark, it goes unnoticed by those around you unless their 
mythic rank or tier exceeds yours, and your appearance and actions seem hard to 
describe, causing Sense Motive checks and Diplomacy checks to gather information 
about you to take a penalty equal to twice your mythic tier. In addition, once per day 
as a free action you can suddenly reveal yourself and your trademark while making 
a Diplomacy or Intimidate check, granting you a bonus on that check equal to your 
mythic tier. 

Mythic Minor Magic: You gain Mythic Minor Magic as a bonus mythic feat, as 
described in Mythic Magic: Core Spells from Legendary Games.

Mythic Spell Scaling: You gain Mythic Spell Scaling as a bonus mythic feat, as 
described in Mythic Magic: Core Spells from Legendary Games. 

Planar Scholar (Ex): You have mastered the mysteries of planar codes, symbols, 
and portals that are inscrutable to most. Knowledge (planes) is always a class skill 
for you, and you gain a bonus on (Knowledge) planes checks equal to one-half 
your mythic tier. If you spend one use of your mythic power, for the next 24 hours 
you become sensitive to the presence of planar portals within 30 feet, and you can 
note their exact location even if hidden or deactivated if you pass within 5 feet. If 
you cast an augury, contact other plane, or divination to gain information about 
entering another plane, you may subtract your mythic tier from the percentile 
roll to determine a successful divination. In addition, if you cast plane shift, you 
may subtract your mythic tier from the percentile roll (before multiplying by 5) to 
determine how many miles away you appear from your intended destination.

In addition, you can decipher the subtle symbology of portals known as the 
Portal Code, which can be left intentionally to mark portals but which also forms 
natural patterns that reflect the portal’s nature. Deciphering the true meaning of these 
planar symbols (and detecting forgeries or misleading symbols) requires a DC 20 
Knowledge (planes) check and a DC 20 Linguistics check. If both checks fail, the code 
is indecipherable. If either check succeeds, you gain a +2 circumstance bonus on any 
ability checks, skill checks, caster level checks, or saving throws that must be made 
within the next minute as part of entering the entering or the plane to which the portal 
connects. This bonus does not apply against other creatures or effects created by other 
creatures. If both checks succeed, this bonus is equal to the higher of the two skill 
check results divided by 10 (rounding down, minimum +2). If you enter the plane to 
which the symbols refer, as long as you remain on that plane you can also apply this 
bonus on Survival skill checks and can determine the direction back to your point of 
entry of that plane as a standard action with a DC 20 Survival check. 

 

3rd-Tier Universal Path Abilities
Contingency Plan (Sp): By spending one use of your mythic power, you can 

use contingency as a spell-like ability, treating your mythic tier as your caster level. 
The companion spell for your contingency can be a spell you cast or a spell from 
a scroll or other spell-completion item. If you expend two uses of your mythic 
power, you treat your character level plus your mythic tier as your caster level for 
the contingency spell. 

If you are at least 6th mythic tier, you can expend one additional use of your 
mythic power to cast mythic contingency, as well as spending additional uses of 
mythic power to augment the effect of your mythic contingency.

Eternal Youth (Ex/Su): You look youthful and ignore aging penalties to 
Strength, Dexterity, and Constitution for being middle-aged, as if using the lesser 
age resistance spell. While you do not suffer the penalties for aging, you do continue 
to age and can eventually die of old age. At 6th tier and above, you ignore penalties 
for middle age and old age, as if using the age resistance spell. At 9th tier, when you 
gain the immortal base mythic ability, you ignore penalties from venerable age as 
if using the greater age resistance spell. You cease aging, and gaining immunity to 
effects that cause unnatural aging, such as the curse of the ages, and cannot die of 
old age. This effect is not magical and cannot be dispelled or suppressed. 

In addition, as a full-round action you can spend one use of your mythic power 
to change your appearance to match any age you wish. Your appearance is still 
your own; only your apparent age is changed. This change in your appearance is 
permanent until you spend another use of your mythic power to adopt a different 
apparent age. This is a supernatural polymorph effect that is suppressed whenever 
you use another polymorph effect.

Planar Savant (Sp): When you travel to another plane that is not your home 
plane, you gain the benefits of endure elements and one-half your mythic tier on 
saving throws against effects that would banish, dismiss, or otherwise involuntarily 
transport you off that plane. 

While on planes other than your own, you can use know direction at will, except 
that instead of learning the direction of north you learns the direction to the portal 
through which you entered the plane (or your point of entry, if you arrived via 
plane shift or a similar effect). In addition, when you are preparing to enter a new 
plane of existence, whether through an existing portal or by some other means, you 
can spend one use of your mythic power to perform an augury or two uses of your 
mythic power to perform a divination; either divination must be related to your 
entry to that plane.

At 6th tier and above, if you are within 30 feet of a portal to another plane, you 
may spend two uses of your mythic power to use contact other plane, though the 
plane you contact must be the one to which the portal leads. You may also spend 
three uses of your mythic power to use find the path to a location on that plane. 

These spell-like abilities have a caster level equal to your mythic tier.

6th-Tier Universal Path Ability
Companion Mythic Ability (Su): You can awaken the mythic nature within your 

animal companion, cohort, eidolon, familiar, or bonded mount. This creature 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 times per day.
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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 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 Content. No portion of 
this work other than the material designated as Open Game Content may be 
reproduced in any form without written permission.

Product Identity: The following items are hereby identified as Product Identity, 
as defined in the Open Game License 1.0a, Section 1(e), and are not Open 
Content: Legendary Games, the Legendary Games Logo, Adventure Path Plug-In, 
Mythic Minis 16: Universal Path Abilities II, as 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 
Identity of Paizo Publishing, Inc. (Elements that have previously been designated 
as Open Game Content are not included in this declaration.)

Reference in non-Open Game Content (thus not 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 Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards 
of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have 
contributed Open Game Content; (b) “Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d) “Open Game Content” means the game mechanic 
and includes the methods, procedures, processes and routines to the extent **such content 
does not embody the Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade dress; artifacts, creatures, 
characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that you Use. No terms may be added 
to or subtracted from this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of 
the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of 
this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your original creation and/or You 
have sufficient rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content 
You are copying, modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, 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 conjunction 
with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of 
this License. You may use any authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content 
using the name of any Contributor unless You have written permission from the Contributor 
to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all 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. All 
sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision 
shall be reformed only to the extent necessary to make it enforceable.
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