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e 28 WELCOME TO MYTHIC MINIS! - : : SR e
The mythlcfrules system introduced in the Pathfinder Roleplaymg Game Mythic ~ FELLING SMASH (COMBAT, MYTHIC) i

Adventures hardback contains a wealth of new rules, but in one book there cannot You can channel the force of your Felling Smash into knocking your op;ionent’s :
- be room for everything. Sometimes there are large areas to cover with extensive legs away: 25 s ;
rules adaptatlons but sometimes what you need is a power-packed punch-of tightly :

Prerequisite: Felling Smash. -
o focused rules content that contains exactly -what you need for your character, Benefit: You may use Felling Smash as a free action. If you use it as a sw1ft actlon, .

creature, or whatever it may be. A half-dozen feats, a set of linked spells, a group of you ignore the penalty on your combat maneuver bonus from using the Power

magic items, five mythic path abilities, and so on; that's where Mythic Minis comein. e, clc feat, If you already have the ability to ignore that penalty, such as with the

Mythic Minis are not about exposition, philosophy, and campaign-building; theyare g 150u¢ Focus feat, you may instead choose to reduce the bonus damage you gain

Jst fiat-outfantgsticadgel B d preatanechanics for GMSEIA HlayeCuE G S the Power Attack feat in order to add a bonus on your combat maneuver check G
by the sande designers thiathilped create thte official myfhiczules. to trip your opponent, gaining a +1 bonus for every 2 points of damage you forfe1t

Follow Legendary Games on Facebook, follow us on TFwitter, and check out our

bsite at www.mak helegéndary.com. . L
Hpshea e R ary.com, ' PINPOINT POISONER (COMBAT, MYTHIC) AT
g — - You use your needles to augment your unarmed strikes, and can throw them with . * ¥
e MYTHIC MINIS 21: FEATS OF DIRTY/FIGHTING RYPAIE ™ ) C e
= It’sbetter to fight dirty and live, than fight fair and die. Here are the mythic versions Prog@ianite: BLibgiibiscns R,

Benefit: You can make your full allotment of unarmed strikes when you spend a
full attack action, and your attacks deal your full unarmed strike damage in addjtion
to the 1d2 damage and poison delivery from the blowgun dart. If you instead throw:
the darts as shuriken, you can likewise make your full allotment of attacks with a-
full attack action, and you resolve these attacks as ranged touch attacks as long as, "~
the target is within 10 feet, plus 10 additional feet for each use of your mythic power O
you expend while making the full attack action. %

of seven dastardly feats that focus on giving you an unfair advantage. Disable your
-apponents with poisoned attacks that are more difficult to resist or defend against;
* lure enemies to attack you while enabling your allies to.cut them down as they do;
... drag opponents heavily to the ground with you and stop them getting back up;
- . ~-smash their legs away, knock them into each other, and make getting to their feet
":-‘ " again a struggle for survival, Just make sure you laugh while you’re doing it."

’
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 ADDER STRIKE (COMBAT, MYTHIC) e DR HE : : { %o L
Your unarmed strikes increase the-difficulty of i‘esisting the poison they deliver, ~ PUNISHING Kick (COMBAT, MYTHIC) Tk
/ .~ and they can remain capable of poisoning your opponents with additional attacks.
o Prerequisite: Adder Strike.

Benefit: When you deliver poison with an unarmed attack using your Adder
Strike feat, the target takes a —2 penalty on its saving throw versus the poison (-4
on a'critical hit). In addition, if you expend one use of your mythic power as a free
action when applying a dose of poison to your body part(s), that poison remains
effective for a total number of hits equal to 1 + your mythic tier.

Your Punishing Kick can push several creatures back, or knock them prone.
Prerequisite: Punishing Kick. TR e
Benefit: If you use your Punishing Kick to knock your target- prore, you can
choose whether the target receives a Fortitude or a Reflex saving throw to avoid the -
-effect, and you add one-half your tier to the saving throw DC. o8 =% :
If you decide to push the target, it need not end this move in a safe space ificant Tk
; stand in. If there is another creature in the way of your target'’s movement, you must
et 1mmed1ately make a combat maneuver check to bull rush that creature: You take
a -4 penalty on this check for each creature being pushed beyond the first. If your -
bull rush maneuvers succeed, you push all the creatures 5 feet directly away from

. W

BROKEN WING GAMBIT (COMBAT, MYTHIC, TEAMWORK)

Your feeble attacks draw your opponent in as you enable more allies to take  you, each creature’s movement provokes attacks of opportunity. If any bull rush AR
advaittage of their temptation. ig maneuver fails, or if a solid obstacle prevents movement, each target you successfully
Prerequisite: Broken Wing Gambit. [ bull rushed must succeed on a Fortitude save (DC 10 + 1/2 your character level+
4 Benefit: When using this feat, you need only hit your target’s touch Armor Class  your Wisdom modifier) or fall prone. For each use of mythic power you expend as
i to gain the benefits of this feat, though your attack deals no-damage unléss you hit  a free action when delivering your Punishing Kick, you reduce the penalties for bull = % )
) the target’s normal Armor Class. In addition, if your opponent attacks you using the  rushing multiple creatures by 4 and increase the save DC by 1. L
L bonus from this feat, you can expend one use of your mythic power as an immediate If you have exhausted your daily uses of the Punishing Kick feat, you may make _
e _action to grant allow one-ally per two mythic tiers (minimum 1) to make an attack - additional Punishing Kicks by expending one use of your mythic power as a free - :
# — of opportunity agamst your attacker if it attacks you, as if they had the Broken Wing - action with each kick you attempt. L Ak
o Gambit feat : - : L
.‘ »E 1 ' 3 ; L " ALY A .\'

Vicious Stomp (COMBAT, MYTHIC)

: '~ DraG DownN (CoMBAT, MYTHIC) i ] Your brutal attacks impede a prone opponent’s ability to stand up. F e

/ © . You injure opponents when you drag them down, and can prevent them from Prerequisite: Vicious Stomp. i

ig getting up again. . Benefit: If you damage a creature with your Vicious Stomp attack attempts to

: = ’Prei'équisit e: Drag Down. P : stand up from prone before the beginning of your next turn, it must use a standard =~ * <
T Benefit: 1f you successfully trip an opponent using this feat, you deal damage action to do so (or move action if normally able to stand up as a swiftor free action, <= ~%- - :

" equal to your unarmed strike damage. In additionally, if you are prone and‘an such as with the stand up rogue talent). In addition, if you are not prone you can... - =
opponent you threaten attempts to stand up from prome, you can use an attack expend one use of your mythic power asa SWlﬁ aCUOﬂ to make an unarmed attack ..
of opportunity to perform a trip combat maneuver against that opponent; if your ~ 8ainsta prone creature you threaten. ' o
combat ‘maneuver succeeds, your. target fails to stand up and remains prone. b, : L \

qumal. A’ creature standing up from prone cannot be tripped, as it is already
considered prone at the time of the attack of opportunity since that attack precedes
the actthat triggers it; in this case, standing up from prone. : ; ‘ —~5
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Open Content: Subject to 'deslgna_tion as Preduct Idenfity (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 Contentis ot 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 21: Feats of Dirty Fighting, as well as all trademarks, registered. t trademarks,
| proper names (including the names of each character, location, item or monster
unique to this product), d1alogue, plots, storylinés, locations, characters, artworks,
and trade dress, but excluding any content that is. Product~ Identity of Paizo
Publ1shmg, Inc. (Elements that have prev10usly been de31gnated 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 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 Ganie 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” nieans 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

excludes Product Identlty (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 descriptionis 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 whieh specifically exclides the Open Game

Content; (f) “Trademark” means the logos, names, mark, sign, mofto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open
Game Licepse by the Contributor (g) “Use’, “Used” or “Using” means to use, Distribute, copy,

edit, fovrmat modlfy 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.

_ the terms of this License.

'3,/ Offer and Acceptance: By Using the Open Game Content You indicate Your acceptan‘ce of Y

4! Grant and Consideration: In consideration for agreeing to use this License, the Contrlbutors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this ©
License to Use, the Open Game Content. bt
5. Representation of Authority to Contribute: If You are contributing or1g1nal 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. s 3
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_ - 3
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 1nd1cat10n ;
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 g
owner of any Product Identity used in Open Game Content shall retain all rights, title and ...
interest in and to that Product Identity. CA]
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 thls ! ok
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 usmg \
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- . - 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 .
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All o
sublicenses shall survive the termination of this License. oo A
14. Reformation: If any provision of this License is held to be unenforceable, such prov1510n 7 08
shall be reformed only to the extent necessary to make it enforceable.
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