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; Unarmed Strike, Ki Throw.

¥ - By Alistair Rigg b 42

“WELCOME TO MYTHIC Minist ©

The mythic rules system introduced in the Pathﬁnder Roleplaying Game Mythic
Adventires hardback contains a wealth of new rules; but ifi one book there cannot
be room for évérything. 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, five 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 20: MYTHIC MARTIA_L ARTS I

This product provides mythic versions of feats that martial artists use to defeat their .

enemies, from a range of throws that slam an opponent to }he ground or even into
its own allies, to takedowns that leave an opponent not only prone but grappled
or stunned as well. These-feats also include channeling your own power to crush
an, opponent’s protections, and rechanneling theipower of your enemies to turn it

“against them.

- BINDING THROW (COMBAT, MYTHIC)

Your throw prevents your enemy from adequately opposing your grapple.

Prerequlslte Binding Throw, Improved Grapple, Improved’ Tnp, Improved
Benefit: When using Blndlng Throw, your grapple combat maneuver is a free
action that you may use once per round. -Additionally, although your target is

grappled you do not gain the grappled condition until the end of your next turn (if
you choose to maintain the grapple).

CRUSHING BLow (COMBAT, MYTHIC)

feat and use it to throw your target into another creature, however, you may expend

- 8ne point from your ki pool to deal your unarmed strike damage to the target of

your bull rush maneuver. If you hurl a larger creature into the space of two or more
creatures, you must expend two points from your ki pool to deal damage to all
targets of your bull rush maneuver.

In addition, if you expend one use of mythic power as a free action after
successfully using your Ki Throw feat, the target must succeed on a Fortitude save
(DC 10 + your level in the class that grants your ki pool + your mythic tler) orbe

“dazed for 1 round.

IMPROVED K1 THROW (COMBAT, MYTHIC)

Your use of an enemy’s body to knock other enemies to the ground is unparalleled.

Prerequisite: Improved Bull Rush, Improved Ki Throw, Improved Trip, Improved
Unarmed Strike, Ki Throw.

Benefit: When using Improved Ki Throw, your bull rush combat maneuver check
does not receive the —4 penalty against the secondary target. Additionally, if you
throw a Large or larger creature into an area containing multiple secondary targets,
each additional penalty of -4 on your combat maneuver check can be negated by
expending one use of mythic power. In addition, you can affect creatures larger than
your own size by expending one use of mythic power (or 1 point from your ki pool)
per two size categories of difference (round up).

Ki THrRow (COMBAT, MYTHIC)

Your throw enables you to switch positions with your enemy or send it flying.
~ Prerequisite: Improved Trip, Improved Unarmed Strike, Ki Throw.

Benefit: When using Ki Throw, you may switch places with the target, knocking it
prone in your own square and simultaneously moving into the space.it just vacated:
If the target occupies multiple squares, you cannot move it into a square occupied
by other creatures, and you must move into the nearest square within its space. This -
movement does not provoke attacks of opportunity and does not count as a 5-foot
step. In addition, you can affect creatures larger than your own size by expending
one use of mythic power (or 1 point from your ki pool) per two size categorles of
difference (round up).

SPINNING THROW (COMBAT, MYTHIC)

The power of your attack stuns your enemy while destroying its defenses.

Prerequisite: Crushing Blow, Improved Unarmed Strike, Stunning Fist.

Benefit: If the target of your Crushing Blow fails its Fortitude save, its AC is
reduced as normal and it is stunned for 1 round. You may also expend one use of
‘mythic power as a free action after a successful Crushing Blow to add one-half your
mythic tier (minimum 1) to the reduction in t}}e target’s AC.

ELusivE REDIRECTION (MYTHIC)

You redirect attacks with precision and power.

Prerequisite: Elusive target class feature, Combat Expertise, Elusive Redirection, - f )
A ~ expend one use of your mythic power after succeeding on your bull rush maneuver

Improved Unarmed Strike, flowing monk level 12th.

. -7 Benefit: You can use this feat as a free action whenever you use your elusive

-t

target class feature. If you expend one use of mythic power as a free action when

_ redirecting an attack, using this feat does not require expenditure of a point from-

your ki pool and the attack and damage rolls for the attack you redirect gain a bonus
equal to one-half your mythic tier (minimum + 1)

/

ENHANCED K1 THROW (COMBAT, MYTHIC)

The force pf your ki throws crushes and disorients your opponents.

Prerequ1s1te Ki pool class feature, Enhanced Kl Throw, Improved Trlp, Improved
Unarmed Strike, Ki Throw.

: ‘léen‘eﬁt: When using Enhanced Ki Throw, you need not expend a ki point to deal
damage to the target of your Ki Throw. If-you have the Improved Ki Throw 4

Your, spinning throw is fast and you can use its momentum to quickly shlft your -~
position.

Prerequisite: Combat Expertise, Improved Bull Rush, Improved Trip, Improved
Unarmed Strike, Ki Throw, Spinning Throw.

Benefit: When using Spinning Throw, your bull rush combat maneuver is a free
action, though you may use against a given creature only once per round. If your
bull rush maneuver is successful, you can also move 5 feet. This movement does
not provoke attacks of opportunity and does not count as a 5-foot step. In addition,
you can affect creatures larger than your own size by expending one use of mythic
power (or 1 point from your ki pool) per two size categories of difference (round
up). If you target a creature your size or smaller with your Spinning Throw, you may

to push the target an additional 5 feet times your mythic tier.

STUNNING PIN (COMBAT, MYTHIC)

‘round, and towards your daily limit of Stunning Fist attempts.

You can deliver a stunning attack to incapacitate pinned foes that try to break free.

Prerequisite: Improved Grapple, Improved Unarmed Strike, Stunning Frst
Stunnmg Pin.- =

Benefit: When using Stunning Pin, your Stunning Fist attack is a free action, -
though you may use this feat only once per round. If your pinned opponent attempts
to free itself, such as through a combat maneuver check or Escape Artist checf(, or
attempts to cast a spell or use a spell-like ability, you can spend one use of mythic
power as an immediate action to make an unarmed strike attack, applying your
Stunning Fist feat to the attack. This use counts as a use of Stunning Fist for the next
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". ..# License by the Contributor (g) “Use”,

AUTHOR: Alistair Rigg
- ARTIST: Frank Hessefort
* DESIGN AND LayouT: Richard Kanz
LEGENDARY GAMES TEAM MEMBERS: Clinton J. Boomer,- Matt Goodall, Jim
Groves, Tim Hitchcock, Jonathan Keith, Jason Nelson, Tom Phillips, Alistair Rigg,
Ne1l Spicer, Todd Stewart, Russ Taylor, Greg Vaughan, and Clark Peterson
PROOFREADING: Jason Nelson
PUBLISHER: Jason Nelson
EXECUTIVE PARTNER: Neil Spicer
BUSINESS DIRECTOR: Rachel Ventura ;

SpECIAL THANKS: Erik Mona, Lisa Stevens, Jason Bulmahn, and the Paizo staff for

their excellent Pathfinder Roleplaying Game Mythic Adventures hardback.
‘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 1nclud1ng all text,not specifically
"designated as Open Game Content is not Open Game @on(ent 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, Adveniture Path Plug-In, Mythzc
Minis 20: Mythic Martial Arts I, 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 des1gnated as Open Game
Content are not included in this'declaration.)
’ 7 e

Reference’in hon-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 i is Copyrlght 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 copyrlghted 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 enhrancement 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, -
g_bncepts themes and graphrc, 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 bya Contributor to
" identify itselfor its products or the associated products contributed to the Open Game
“Used” or “Using” means to use, Distribute, copy, edit,
format, modlfy, translate and otherwise create Derivative Material of Open Game Content.
(h) “You” or “Your” means the licensee in terms of this agreement -5
2. The License: This License applies to any Open Game Content that contains a notice
1nd1canngth§t 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 condltlons may be applied to any Open Game Content dlstrlbuted using

this License.
3. Oﬂer and Acceptance: By Using the Open Gamie Content You mdlcate Your acceptance of
the'terms of this License. ;

~

“4,Grant and Consideration: In consideration for agreeing to use this License, the . -

_ €ontributors grant You a perpetual, worldwide, royalty- free, non-exclusive hcense 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 h

Open Game Content, You represent that Your Contributions are Your original creation and/ bl -

or You have sufficient rights to grant the rights conveyed by this License. A

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE pértioh of this

License to include the exact text of the COPYRIGHT NOTICE of any Open Garme 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 Bit 1

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 licenised

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 AR

portions of the work that you are distributing are Open Game Content. 3 )

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. ; st

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

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

Contributor to do so. e

'12. Inability to Comply: If it is impossible for You to comply with any of the terms of this _ ~+ . - L
3

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, Lot -

13. Termination: This License will terminate automatically if You fail to comply with all - 3

terms herein and fail to cure such breach within 30 days of becoming aware of the breach. S m g 1
All sublicenses shall survive the termination of this License. \ 1
14. Reformation: If any provision of this License is held to be unenforceable, such pr0v1s1on
shall be reformed only to the extent necessary to make it enforceable. Pegi ot

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
Mythic Minis 20: Mythic Martial Arts I © 2014, Legendary Games; Author Allstarr R1gg
System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet,
-Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. -
The Hypertext d20 SRD. © 2004, Jans W Carton. ‘ L
Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo Publishing, LLG;
Authér: Jason Bulmahn, James Jacobs, Steve Kenson, Hal Maclean, Rob McCreary, Erik
Mona, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, F. Wesley Schneider,
James L. Sutter, Owen Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publishing, LLC; Author: ]ason
Bulmahn, Brian Cortijo, Adam Daigle, Mike Ferguson, Joshua J. Frost, James Jacobs, Rob R
McCreary, Erik Mona, Sean K Reynolds, F. Wesley Schneider, Lisa Stevens, James L. Sutter, 2
and Greg A. Vaughan. b
Pathfinder Roleplaying Game Bestiary 2-© 2010, Paizo Publishing, LLC; Author: Wolfgang ; %
Baur, Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim s o
Hitchcock, Brandon Hodge, James Jacobs, Steve Kenson, Hal Maclean, Martin Mason, Rob A
McCreary, Erik Mona, Jason Nelson, Patrick Renie, Sean K Reynolds, F. Wesley Schnelder, TN
Owen K.C. Stephens, James L. Sutter, Russ Taylor, and Greg A. Vaughan. C A ]
Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo Publishing, LLC; Author: Jason - - i
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- Bulmahn, Jesse Benner, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, e

Patrick Renie, Chris Sims, F. Wesley Schneider, James L. Sutter, and Russ Taylor. R 2
Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo Publishing, LLC; Authors: Dennis _ e
Baker, Jesse Benner, Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy." *
Hurley, James Jacobs, Matt James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen ¥
Radney-MacFarland, ¥
‘Sean K Reynolds, E. Wesley Schnelder, Tork Shaw, and Russ Taylor. - N 4
Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason =~ "z %
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Pathfinder Roleplaying Game Mythic Adventures. © 2013, Paizo Publishing, LLC; Lead . \ * .
Designer: Jason Bulmahn; Design Team: Stephen Radney-MacFarland and Sean K Reynolds; = 77 «
Authors: Dennis Baker, Jesse Benner, Ben Bruck, Jim Groves, Tim Hitchcock, Tracy Hurley,"' .
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Pathfinder Releplaying Game Ultimate Combat © 2011, Paizo Publishing, LLCi:Lead S
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