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i 4 By Jason Nelson. - -
WELCOME TO MYTHIC MINIS!

The'ri'ly't};iicfrgles systém introduced in the Pathfinder Roleplaying Game Mythic
Adventures hardback contains a wealth of new rules, but in one book thé(e 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
foctised 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, five mythic path abilities, and so on; that’s where Mythic Minis come in.
Mythjc 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 17: FEATS OF SEAFARING

Mythic heroes and their-enemies need mythic feats, and this product provides
brand-new feats as well as conversions for existing feats described in a number of

" <products for the Pathfinder Roleplaying Game, including the feats that keep your

' Prerequisite: Corsair : i

sailing and seafaring heroes on an even keel through stormy seas.

CORSAIR (MYTHIC)

You are a nimble and dangerous foe aboard a ship.

Benefit: You gain the benefits of this feat whenever you are in aquatic terrain, not

* just when you are on board a ship: If you are onboard a ship, the bonuses granted

S

by this feat are doubled. While on board a ship you cannot be flanked, and if you
expend one use of your mythic power you can treat enemies as flanked as long as at
least; one of your allies threatens the enemy you attack. Activating this ability is-a free

action and it lasts a number of rounds equal to your mythic tier.

HoisT THE COLORS (MYTHIC)

Your dread banner strikes terror into the hearts of enemies.

Prerequisite: Cha 15, Intimidate 5 ranks, Profession ('s;;ilor) 5 ranks.

Benefit: You can use Intimidate to demoralize creatures that can see your distinctive
banner or flag at any distance, as long as they can clearly see your ensign. This
functions as normal for the Intimidate skill but does not require you to threaten
the creature. |

If you expend one use of your mythic power while making an Intimidate check,

you can demoralize the entire crew of a sh}p by successfully demoralizing the -

scaptain of that ship; at the GM’s option, you can also use this ability to demoralize

a troop of soldiers or similar military unit, using their'commander to set the DC

_of the Intimidate check. If you beat the Intimidate'DC, the captainrand crew are

shaken for a number of minutes equal to the difference between your check and

* - the DC. You may also choose to take a -10 penalfy on this Intimidate check; if your
" check succeeds despite this penalty, the target ship and crew are frightened instead

of shaken. This penalty is reduced by an amount equal to one-half your mythic tier.
-_If you expend two uses of your mytflic power, you may ChO(..)SC"tO increase the
severlty of the fear you cause by one step or 1ncrease the duration to 10 minutes
times the difference between your check and the DC Ships that are frightened or

pamcked and unable to flee will strike their colors:and surrender to you.

. NavarL. COMMANDER o

Your clever tactics and fbrceful leadership help your crew tackle any task.
Prerequisite: Leadership, Profession (sailor) 7 ranks. ST
Benefit: If you are on board a ship, you can use the aid another action to—assmt every

ally on board that is performing a type of action specified by you, either performing

a skill or making an attack. Alternatively, you can use aid another to assist them
defensively, granting a +2 circumstance bonus to Armor Class and a +1 bonus on

Reflex saves until the beginning of your next turn. Any ally that is your follower .

increases the bonus they gain from the aid another action by 1.

Mythic: If you expend one use of your mythic power when you use this ability,
the benefits persist for a number of rounds equal to your mythic tier, as 16ng as your
allies continue performing the specified action each round. If you are‘providing a
bonus on attack rolls, this bonus applies only .once per round;.each creature may
choose which attack will gain' this bonus and may -apply the bonus either before
or after dice are rolled. Allies on board your ship that are your followers gain an_

additional bonus equal to one-half your mythic tier (minimum +1).

SAVVY SEAFARER

You live and breathe with the sea and its natural rhythms. _
Prerequisite: Profession (sailor) 3 ranks.

Benefit: You gain a +1 bonus on Knowledge (geography) and Profession (sailor)

‘checks and on any Craft checks made to repair a ship. In addition, while on board”

a ship you can use a Profession (sailor) check in place of a Survival check to’ av01d

getting Tost, get along in the wild, gain a bonus to saving throws agamst severe - ;

weather, or to predict the weather at sea. If you spend one week familiarizing

M

yourself with a ship, all bonuses provided by this feat are doubled while on board ..

that ship. This additional bonus is lost if you spend more than a month away from
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that ship or familiarize yourself with a different ship.
Mythic: The bonuses provided by this feat are increased by 1, and you can use a

or ships moving through the water, with a base DC of 30, increasing by.1" for

every hour that passes since the trail was made. You may add your mythic tier on

Profession (sailor) checks made to track in this way. If you are tracking a ship rather -

than creatures, treat the ship as a single creature of its size; any passengers on board
the ship do not affect the DC to track it.

If you expend one use of your mythic power while on board your famlhar ship,
the bonuses provided by this feat are tripled instead of doubled for a number of
rounds equal to your mythic tier. Alternatively, you can expend one use of your
mythic power to enhance magical effects you create on board your familiar ship-

for a number of rounds equal to your mythic tier. This increases your effective

_ caster level for spells and spell-like abilities by 1 and increases the save DC of a :

-Professsion (sailor) check in place of a Survival check to track swimming creatures- =

. W

supernatural ability you use by 1. In addition, magical effects you create while using - -%

this ability deal no damage to your familiar ship.

SEA LEGS (MYTHIC)

Your balance and gait are undisturbed on the rolling and raging seas.

Prerequlslte Sea Legs, Profession (sailor) 5 ranks. i

Benefit: You ignore penalties on Acrobatics and Climb checks for shppery, shghtly
slippery, or sloped surfaces, and you are not denied your Dexterity bonus wher ~

making Acrobatics checks to keep your balance unless the DC exceeds 10 plus your

mythic tier~In addition; your movement is not impeded by bogs, deep bogs, or
water of similar depth, nor do you treat cluttered ship decks as difficult terrain, even

if they are filled with crowds. extra something vs. non-sea legs
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_ Open Content: Subject to designation as Product Identity (see below), the only
portion of this Legendary Games product designated ag Open Game Content is
-the rules content (creature stat blocks and names of skills, etc., taken from the
Pathfinder Reference Documient) as defined in.the Opeir 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 Gamgf Content may be
reproduced in any form w1thout written permission. 7.

_ -Product Identity: The following items are hereby identified as Product Identity, as
“defined in the Open Game License 1.0a, Section 1(¢), and are not Open Content:
Legendary Games, the Legendary Games Logo, Adventure Path Plug-In, Mythic

- Minis 17: Feats of Seafaring, as well as all trademarks, registered trademarks, , ~ -
proper names (including the names of each character, location, item or monster .
‘unique to this product), dralogue, plots, storylines, locations, characters, artworks,

/ and trade dress, but excluding any content that is Product Identity of Paizo
Pubhshmg Inc. (Elements that have previously been designated as Open Game
" Confent are not included in this declaratlon )

v, -

Referem:e in non-Open Game Content (thus not covered by the Open Game
chense) 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 .
Thé fo]lowmg text is the property of Wizards of the Coast, Inc. and is Copyrrght 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,
modlﬁcatlon, correction, addrtron, extension, upgrade, improverhent, compilation, abridgment
-or other fornyin 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

stranslations and derivative works under copyright law, but specifically excludes Product Identity.

(e) “Product Identity” means product and product ling names, logos and identifying marks
including trade dress; artifagts, creatures, characters, stories, storylines, plots, thematic elements,.
dla.logue, incidents, la.nguage, 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, persona.htres, 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 1dent1fy itself or its products
. or the assocated products contributed to the Open Game License by the Contributor (g)-“Use’,

"o “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 t‘he licensee in
terms of this agreement. . .

2. The Licerise: 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 Licénse except as described by the License itself. No other terms or
conditiohs 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 agreemg to use this License, the COIltd‘lbthOrS

_ Ficense to Use, the Open Game Content.

grant’ You-a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this- -
b

! Representatlon of Authority to Contribute: If You are contributing original materral 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. S .

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 Tontent 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 6f 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 Wthh portlons y K
of the work that you are distributing are Open Game Content. R
9. Updating the License: Wizards or its designated Agents may publish updated versions of this AW
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. ‘Inablhty to Comply: If it is impossible for You to comply with any of the terms of this .7 © -
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. T
'13. Termination: This License will terminate automatically if You fail to comply with all T \
3

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. Lot -
14. Reformation: If any provision of this License is held to be unenforceable, such provision shali

be reformed only to the extent necessary to make it enforceable. b et Ty 1
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